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Abstract 
Social marketing is the systematic application of marketing concepts and 
techniques to achieve specific behavioural goals for a social good. Thus, rendering 
itself as a valuable and suitable framework to address the need for increased help-
seeking among young Australian male problematic online gamers. With the rise of 
problematic online gaming worldwide, coupled with young Australian men’s 
reluctance to seek help, this research aims to answer its overarching research 
question of: 
What influences young Australian men aged 18-25 years old to engage in help-
seeking behaviour to overcome problematic online gaming? 
To develop a theoretical underpinning for the research, attitudinal theories 
such as the Theory of planned behaviour (TPB) and the Model of Goal-directed 
behaviour (MGB) were examined to evaluate their ability to explain intentions to 
seek help. The MGB was chosen for its increased explanatory power over the TPB 
and its incorporation of key predictors that were suitable for understanding help 
seeking. Specifically, positive and negative anticipated emotions and self-regulated 
behavioural desires. As a result, the following research question component was 
developed:  
RQC1: To what extent does the revised MGB explain the help-seeking 
behaviour among problematic online gamers? 
To answer these research questions, a mixed methodology was employed that 
organised the research into three studies to answer each research question 
component. In the first study, a web-based survey was used to quantitatively collect 
data to examine the predictive power of the MGB on help-seeking intentions. For the 
second study, a qualitative technique called the critical incident technique was 
selected for its ability to yield rich and contextualised data that reflect critical 
incidents that allow the researcher to identify similarities, differences, and patterns to 
seek meaningful insights into the behaviour. This study focused on identifying the 
key triggers of problem recognition among 12 young Australian men. In the third 
study, in-depth interviews were used on 15 young Australian men to explore their 
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chosen coping behaviour after realising they were problematic online gamers, and 
the reasons why they chose that coping behaviour.  
Key findings were made from the studies. In Study One, a revised MGB was 
developed that accounted for 77% of variance in predicting intention to seek help. 
This provided validated findings on the predictors of help-seeking that were 
anticipated emotions towards help-seeking, subjective norm, attitude, goal desire, 
and behavioural desire. This finding contributes to the attitudinal literature, where 
empirical insights were offered into examining the MGB predictors across different 
contexts, suggesting the potential of the MBG in future help-seeking research. 
In Study Two, a classification table was developed regarding the different 
types of problem recognition triggers. This was the second research question of the 
thesis.  
RQC2: How do young Australian men aged 18-25 years old recognise their 
problematic online gaming? 
This is a novel contribution to the help-seeking and social marketing literature, 
in that limited research has examined the triggers of problem recognition. In 
particular, the identification of normalisation and the role of emotion-based triggers.  
Finally, in Study Three, the third research question was focused on 
understanding the competing behaviours to help-seeking undertaken by young 
Australian men.  
RQC3: What are the competing behaviours to help-seeking undertaken by 
young Australian male problematic online gamers aged 18-25 years old? 
Problem denial, self-reliance, and help-seeking were identified as the three key 
coping behaviours that young Australian men chose after realising they were 
problematic online gamers. Notably, fresh insights were made in how respondents 
dealt with their problematic online gaming using self-reliance. Two distinct 
approaches were identified, where respondents who relied on themselves either chose 
to confront their problematic online gaming directly (self-control, time limits, and 
quitting cold turkey); or took an indirect approach, such as online gaming 
displacement (game swapping and focusing on other life priorities) that helped 
respondents to displace the addictive feeling they had towards online gaming. These 
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findings make a significant contribution to the help-seeking, social marketing, and 
coping literature, where self-reliance has not yet been extensively examined.  
Overall, the overarching research question was answered through the three 
mixed methods studies that answered the three research question components. Future 
research directions, and theoretical and practical implications were also outlined 
during this research.  
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Chapter 1: Introduction 
1.1 RESEARCH RATIONALE 
Social marketing first began in the 1960s, beginning with family planning 
applications (Harvey, 1999; Manoff, 1985). Since then, the emergence of social 
marketing has been driven by increasing pressures within the marketing discipline to 
be more socially relevant, and the emergence of new technologies in other disciplines 
that could be applicable to social change (Elliott, 1991). With non-profit and 
government organisations realising the importance of social change programs, this 
ignited the demand for marketing scholars and their application of marketing skills to 
achieving these social change goals. Concomitantly, this demand was partially met 
by rival academic disciplines, including “social advertising” and public relations. 
This resulted in the struggle for social marketing to establish a separate identity 
(Bartels, 1974; Luck, 1974) and to broaden its scope (Andreasen, 1994). 
Kotler and Zaltman (1971) were the first to formally introduce social 
marketing as the “design, implementation and control of programs calculated to 
influence the acceptability of social ideas and involving considerations of product 
planning, pricing, communication, distribution, and market research” (p. 5). This 
definition has since triggered more than forty five peer reviewed academic 
definitions of social marketing proposed over the past forty years (Dann, 2010). 
However, this research uses the consensus definition of social marketing by the 
Boards of the International Social Marketing Association, the European Social 
Marketing Association and the Australian Association of Social Marketing as it 
provides a centralised framework for recognising social marketing practices. The 
following definition is provided “social marketing seeks to develop and integrate 
marketing concepts with other approaches to influence behaviours that benefit 
individuals and communities for the greater social good ” (ISMA, 2014).  
There is consistent evidence that social marketing is well-suited as a valuable 
best practice framework in developing a wide range of interventions designed to 
bring about specific behaviour changes in a key segmented consumer base  
(Andreasen, 2004; French, Blair-Stevens, McVey, & Merritt, 2010). It is an 
increasingly popular framework used in health promotion that is reliant on market 
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segmentation (Grier & Bryant, 2005). A social marketing perspective was used in 
this research to address the need for increased help-seeking among young Australian 
male problematic online gamers.  
Mental health problems are a leading concern that affect around 276 million 
people worldwide , with over 75% of cases reporting symptoms before the age of 25 
(Burns, Morey, Lagelée, Mackenzie, & Nicholas, 2007; Kessler et al., 2007). Around 
151 million people suffer from depression with around 844,000 committing suicide 
every year as estimated by the World Health Organisation (2010). In Australia, 
young people (aged 16-25 years) have the highest rate of mental illness (26%), where 
one in four experience a mental health problem, which includes anxiety (15%) and 
depression (6%) (ABS, 2007; Slade, Johnston, Oakley, Andrews, & Whiteford, 
2009). This is a national concern for Australia, as 10% of people suffering mental 
disorders die by suicide within the first 10 years of diagnosis (SANE Australia, 
2008), with young Australian men having substantially higher rates of completed 
suicides (ABS, 2006). 
In 2013, the Young and Well National Survey (Burns et al., 2013) was 
conducted among 1,400 young people (16-25 years old) across rural and urban areas 
in Australia. It found that 43% of young Australian men were suffering from 
“moderate to very high” psychological distress and reported alarming rates of suicide 
ideation (Burns, et al., 2013). Nearly one in ten young Australian men had 
considered taking their life, while 4% made plans and 2% reported attempted 
suicides (Burns, et al., 2013). However, despite the prevalence of mental health 
problems in this age group, young people do not generally seek help from 
professional services (Slade, et al., 2009; Wilson, Rickwood, Bushnell, Caputi, & 
Thomas, 2011), particularly young Australian men.   
Young Australian men are the most reluctant to seek help from professional 
mental health services compared to young women (Addis & Mahalik, 2003; Nam et 
al., 2011). In a Queensland study of 3,092 young adults (aged 15-24 years), 39% of 
men reported that they would not seek help from professional mental health services 
compared to 22% of women (Donald, Dower, Lucke, & Raphael, 2000). This is 
challenging, as delays in help-seeking have detrimental mental well-being effects of 
increased morbidity, prolonged recovery, and lost productivity (Clement et al., 2015; 
Cochran & Fields, 2011; Power, 2010;).  
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A specific rising threat to mental well-being that is perplexing societies 
worldwide is problematic online gaming behaviour (Kuss & Griffiths, 2012). Such 
online gaming behaviour is associated with a range of negative consequences 
including mental, physical and social decline like depression, anxiety and stress 
(Mentzoni et al., 2011; Seok and DaCosta, 2014). With the rapid proliferation and 
penetration of Internet broadband networks, the Internet has become a playground 
that offers a plethora of online games across a variety of genres (Kuss & Griffiths, 
2012). Massively multiplayer online role playing games (MMORPGs) have the 
largest growth in the Internet gaming industry, with games like World of Warcraft 
being the most popular, with over 8.3 million players and growing (Einhorn & 
Wang, 2013). This is because, compared to traditional online games like ego-
shooters or real-time strategy games that follow standard storylines, MMORPGs 
offer endless possibilities to their players owing to their widespread system of goals, 
awards, and personal achievements (Stetina, Kothgassner, Lehenbauer, & Kryspin-
Exner, 2011). However, with the attractiveness of MMORPGs and their 24/7 
accessibility, and the almost mandatorily excessive play nature required in games 
like World of Warcraft, online gaming is now posing a potentially problematic risk 
for societal well-being (Griffiths & Meredith, 2009). This thesis therefore focuses on 
help-seeking for mental health well-being within the specific context of problematic 
online gaming. 
There is a growing consensus that excessive amounts of time spent on online 
games is producing symptoms of problematic behavioural and negative mental health 
outcomes, such as depression and anxiety (Allison, von Wahlde, Shockley, & 
Gabbard, 2006), aggression (Chan & Rabinowitz, 2006), loneliness (Lemmens, 
Valkenburg, & Peter, 2011), increased thoughts of suicide (Rehbein, Psych, 
Kleimann, Mediasci, & Mossle, 2010), decline in verbal memory performance 
(Dworak, Schierl, Bruns, & Struder, 2007), and interpersonal or intrapersonal 
conflicts (Batthyány, Müller, Benker, & Wölfling, 2009; Peng & Liu, 2010). 
Excessive online gaming can also lead to behavioural addictions (Grant, Potenza, 
Weinstein, & Gorelick, 2010; Griffiths, 2005). An extreme example can be found in 
South Korea, where more than 15 million people (30% of the population) are 
registered for online gaming. A 28 year old South Korean man died after spending 50 
hours continuously online gaming, with little sleep and food during this marathon 
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session (BBC News, 2005). In Australia, medical experts and researchers are now 
facing an epidemic of problematic online gaming cases among young people from as 
young as eight years old. Many of these cases suffer detrimental outcomes of 
slipping grades, becoming violent towards others, and developing mental illnesses 
(Campbell, 2013). However, it is important to note that problematic online gaming 
has yet to be considered an official diagnosable mental illness where agreement is 
limited on its precise definition. Hence this reveals the exploratory nature of 
problematic online gaming (King and Delfabbro, 2014; Loton et al., 2016).   
Adolescents and young adults are more vulnerable to engaging in problematic 
gaming behaviour than any other age groups (Griffiths, Davies, & Chappell, 2004). 
This particularly relates to male gamers, owing to their tendency to engage in online 
games excessively as compared to female gamers (Gentile, 2009; Griffiths & Hunt, 
1998). There is consistent research that showing that young males are the most 
prolific online gamers as compared to females, though their duration of game play 
are similar (Ko et al., 2009). Importantly, this coupled with their low help-seeking 
behaviour places young Australian males as the most vulnerable segment to 
developing problematic gaming behaviour (Ellis, Collin, Hurley, Davenport, Burns 
& Hickie, 2013). Moreover, with a 20% growth in the Australian gaming industry 
since 2014 (Brand & Todhunter, 2016), it is anticipated that problematic online 
gaming will be an impending and rising social epidemic for Australia, where young 
men are the most likely to develop resultant mental health problems (Kuss & 
Griffiths, 2012), such as depression and aggression.  
To address this problem, both social marketing (Schuster & Drennan, 2011) 
and psychology literature (Reavley, Cvetkovski, Jorm, & Lubman, 2010) have 
emphasised the need for research and interventions to encourage early help-seeking 
for self towards achieving mental well-being. However, progress in the help-seeking 
and problematic online gaming literature is hindered by a lack of conceptual clarity, 
defined scope, and validated consistent measurements (Kuss & Griffiths, 2012; 
Rickwood & Thomas, 2012). Furthermore, there are inconsistent and insufficient 
understandings of the types of incidences and social influences that trigger problem 
recognition for those with problematic behaviours (Barber, 2002; Hodgins & el-
Guebaly, 2000). This is important, as it is widely acknowledged that problem 
recognition must first transpire before decisions to seek help for problematic online 
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gaming can occur (Cornally & McCarthy, 2011). Two key competing behaviours 
(problem denial and self-reliance) to help-seeking have also been identified that have 
not been explored or explained in the addiction literature (Evans & Delfabbro, 2005; 
Pulford et al., 2009a). In order for social marketers to develop effective interventions 
to encourage early help-seeking, these research gaps must first be addressed to 
provide theoretical understanding and identify key barriers and facilitators of help-
seeking (NSMC, 2006).  
Hence, in response to these social problems and research gaps, this research 
aims to: (1) to identify the key motivators and inhibitors that influence help-seeking 
behaviour in a problematic online gaming behavioural context, (2) examine the key 
incidences and social influences that trigger problem recognition of online gaming in 
young Australian men aged 18-25 years old, and (3) to explore the competing 
behaviours to help-seeking. The following overarching research question forms the 
basis of this research: 
What influences young Australian men aged 18-25 years old to engage in help-
seeking behaviour to overcome problematic online gaming? 
1.2 RESEARCH AIM 
This research aims to examine the help-seeking behaviour of young Australian 
men in overcoming their problematic online gaming. To accomplish this, a mixed 
method approach employing three studies is used. The first study examines the extent 
to which the model of goal-directed behaviour (MGB) explains help-seeking among 
young Australian men within the problematic online gaming context. The second 
study qualitatively identifies the triggers of young Australian men’s problem 
recognition with regard to problematic online gaming. Finally, the third study 
qualitatively explores the competing coping behaviours to help-seeking and gained 
an understanding as to why young Australian men would choose them. In doing so, 
all three studies answer the overarching research question of this research.  
1.3 RESEARCH DESIGN 
The research designs for this study are described in Chapter Three (Study One) 
and Chapter Five (Study Two and Three). It outlines the use of both qualitative and 
quantitative methods to answer the research questions of this study. In Study One, a 
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quantitative web-based survey was used to examine the predictive power of the 
MGB to explain help-seeking behaviour. This study employed a brief nation-wide 
survey to understand the help-seeking behaviour among young Australian men (aged 
18-25 years old) regarding problematic online gaming. In Study Two, the critical 
incident technique (CIT) was employed to identify the key triggers of problem 
recognition. Finally, in Study Three, in-depth interviews were used to explore the 
competing behaviours of help-seeking. These research designs have addressed the 
overarching research question of this study.  
1.4 CONTRIBUTIONS TO THEORY AND PRACTICE 
This research makes several contributions to social marketing, help-seeking, 
and attitudinal literature. Social marketing is commonly used to try to affect 
individual-level behaviour change that assumes individuals will choose to change 
based on intelligent and informed processing. However, a key weakness to this 
theory lies in the lack of information and processing capability many people 
experience in certain situations with regards to making logical choices. This is 
particularly the case for habituated and addicted behaviours such as smoking and 
obesity (Wayne, Connolly, & Henningfield, 2004). Such behaviours call for a more 
holistic view of the broader environmental and contextual perpetuating factors (Hoek 
& Jones, 2011). There has been consistent emphasis for social marketers to look 
beyond individual behavioural change to the social and environmental factors that 
create and perpetuate that behaviour (Dibb, 2014; Hastings, 2003b). Hence, this 
research used social marketing, help-seeking, and behavioural theories to critically 
analyse the help-seeking behaviour of young Australian men in overcoming their 
problematic online gaming. This forms a key contribution to the social marketing 
literature in providing a holistic view of behaviour change.  
First, this thesis provides an empirical contribution to the attitudinal literature 
through the adoption of the model of goal-directed behaviour (Perugini & Bagozzi, 
2001) to examine its predictive power of intentions to seek help. Key findings from 
the model also illustrate the role of emotions and how they can help increase 
intentions to help-seeking. Negative anticipated emotions should be associated with 
the failure of overcoming one’s problematic behaviour, while positive anticipated 
emotions can be associated with successful help-seeking and control over one’s 
problematic behaviour. 
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Second, a novel contribution of this research is its identification of the key 
triggers of problem recognition within the problematic online gaming context. In this 
finding, negative and positive emotion-based triggers were identified to have a strong 
influence on the likelihood of help-seeking. This contributes to both help-seeking 
and attitudinal literature, as it reveals the influence of emotions. 
Third, normalisation, enjoyment, and lack of affected life priorities were found 
to be key deterrents towards help-seeking. This is another contribution to the help-
seeking literature, as these deterrents were found to promote problem denial in both 
the problem recognition and decision to act stages of help-seeking.  
This led to the understanding that social influence can both be a positive and 
negative influencer of help-seeking. Peers in particular were found to both normalise 
problematic online gaming, and highlight how the respondent felt about their 
problematic online gaming. Hence, this is a critical contribution to the help-seeking 
and social marketing literature, which has mainly viewed social influence to be a 
strong motivator of help-seeking (Rickwood, Mazzer, & Telford, 2015). Future 
research is recommended to develop and validate the normalisation scales.  
1.5 STRUCTURE OF THE THESIS 
This thesis is structured into seven chapters.  
Chapter 1 introduces the problematic online gaming context and the need to 
understand the help-seeking behaviour of young Australian men.  
Chapter 2 examines the literature surrounding help-seeking, social marketing, 
and behavioural theories, and encompasses the development of the research 
questions.  
Chapter 3 discusses the overall research methodology of the thesis and narrates 
the specific methodology of Study One.  
Chapter 4 outlines the quantitative structural equation modelling (SEM) 
analysis undertaken to present the research findings from Study One.  
Chapter 5 describes the research methodology of Studies Two and Three.  
Chapter 6 then outlines the qualitative findings made from Study Two and 
Three.  
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Finally, Chapter 7 concludes the thesis by answering the overarching research 
question and its components, as well as elaborating on the theoretical and practical 
contributions of the overall thesis.  
The following table illustrates the structure of the thesis and links its 
managerial problems to the relevant research gaps, the developed research questions, 
and their proposed study designs, which ultimately provide several theoretical and 
practical contributions.  
Table 1.1. Thesis Structure 
M
a
n
a
g
er
ia
l 
P
ro
b
le
m
s 
 
 In Australia, young people have the highest rate of mental illness, where 
one out of four experience mental health issues, including depression, 
anxiety, and substance use.  
 Young Australian men are most at risk, where nearly one in 10 young 
Australian men have considered taking their lives, with 43% suffering from 
moderate to very high psychological distress. 
 However, despite this prevalence, young Australian men remain the most 
reluctant to seek help from professional mental health services.  
 A specific rising threat to young men’s mental well-being is problematic 
online gaming. Male gamers have been found to engage in online gaming 
more excessively than females.  
 Excessive online gaming has produced negative mental health outcomes, 
such as depression, anxiety, aggression, loneliness, increased thoughts of 
suicide, and behavioural addiction.  
 With the proliferation of the Internet and the attractiveness of online games, 
such as massively multiplayer online role playing games, this places young 
Australian males as the most vulnerable to developing problematic online 
gaming.  
 
R
es
ea
rc
h
 G
a
p
s 
 Few researchers have examined help-seeking in the problematic behaviour 
context, such as gambling and online gaming. Instead, predominant studies 
have examined the intention to seek help in various types of difficulties, 
such as academic and interpersonal coping.  
 Few studies have examined the reasons as to why young people seek help 
when dealing with problematic behaviours and the factors that impede 
them from doing so (Pulford et al., 2009b)  
 Given that there is scarce help-seeking research in the problematic online 
gaming context, it remains unclear whether shame, lack of knowledge of 
available professional mental health services, or any of the identified 
barriers are key inhibitors to help-seeking for problematic online games. 
 There is limited known research into the application of the model of goal-
directed behaviour in a help-seeking context towards achieving mental well-
being.  
 There is inconsistent and insufficient understanding of the types of incidents 
and social influences that trigger problem recognition for those with 
problematic behaviours.  
 Most psychotherapeutic research does not articulate the means by which 
individuals come to use the process of choosing to seek help.  
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R
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u
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o
n
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 Research Question 1:  To what extent does the revised MGB explain help-
seeking behaviour in the problematic online gaming context? 
 Research Question 2: How do young Australian men aged 18-25 years old 
recognise their problematic online gaming? 
 Research Question 3: What are the competing behaviours to help-seeking 
undertaken by young Australian male problematic online gamers aged 18-
25 years old? 
 
M
et
h
o
d
o
lo
g
y  Study 1: Quantitative self-administered web-based survey 
 Study 2: Qualitative critical incident technique 
 Study 3: Qualitative in-depth interviews 
 
T
h
eo
re
ti
ca
l 
C
o
n
tr
ib
u
ti
o
n
s 
 Important motivators and inhibitors and their influence on driving 
problematic online gamers are contributed, where little research has 
examined the influence and delineation of needs recognition.  
 Emotion-based triggers (negative and positive) to problem recognition are 
another novel contribution of the thesis, where the influence of emotions in 
the problem recognition process has previously been unclear.  
 Common influencing factors have been discovered between problem 
recognition and the decision to act stage. Future research is recommended in 
this area.  
 Social influence has been discovered to be a dyad influencer in help-
seeking, as a disparaging force in terms of normalisation and a positive 
influencer in the forms of peers and parents.  
 A revised MGB model has also been developed to provide parsimonious 
and predictive power to understanding intentions to seek help. 
 
M
a
n
a
g
er
ia
l 
C
o
n
tr
ib
u
ti
o
n
s 
 Self-regulation is recommended in social marketing interventions to 
encourage self-monitoring and the comparison of one’s online gaming 
behaviour.  
 Problematic online gaming and help-seeking resources are also 
recommended to be given to peers and family to utilise their positive 
influence on problem recognition and successful help-seeking.  
 Young problematic online gamers were found to not respond well towards 
problem recognition when approached by people whom they did not trust or 
felt did not understand online gaming. Hence, advocates are recommended 
in the social marketing intervention to help overcome these barriers and 
influence young problematic online gamers towards positive behavioural 
change.  
 
 
1.6 CONCLUSION 
In conclusion, this chapter has provided an overview of the entire thesis. It 
introduced the research question and its aims. The chapter also provided an overview 
of the research program developed to address the research questions. The theoretical 
and practical contributions of this thesis were then presented. Finally, the thesis 
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structure was explained. Chapter 2 reviews the literature in detail to develop the 
research questions of this thesis.  
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Chapter 2: Literature Review 
2.1 INTRODUCTION 
In May 2013, the fifth edition of the Diagnostic and Statistical Manual of 
Mental Disorders by the American Psychiatric Association (APA) included “Internet 
gaming disorder” for the first time (Bita, 2013). This inclusion was made in response 
to mounting international evidence and research on the symptoms of excessive online 
gaming and as a condition warranting further research before it can be recognised as 
a formal disorder (APA, 2013). With this lack of official definition and criteria for 
identifying Internet gaming disorder, there is a general disagreement among 
researchers regarding the different terminologies to describe this phenomenon. 
Several terms include “problematic game playing” (Salguero & Moran, 2002), 
“pathological gaming” (Johansson & Gotestam, 2004), or “excessive game use” 
(Griffiths & Hunt, 1995). This has in turn also led to further disagreements on the 
differentiation of excessive online gaming and Internet gaming addiction (Griffiths, 
2005, 2010).  
“Game addiction” is a term that is not used by clinical psychologists, but rather 
among researchers to describe the excessive, obsessive, compulsive, and generally 
problematic use of gaming (Grüsser, Thalemann, & Griffiths, 2007; Ng & Wiemer-
Hastings, 2005; Wan & Chiou, 2006). Similar to substance-related addiction, 
symptoms of problematic online gaming behaviour include salience, mood 
modifications, craving, and tolerance (Hsu, Wen, & Wu, 2009; Ko et al., 2009; 
Mehroof & Griffiths, 2010; Wölfling, Grüsser, & Thalemann, 2008; Young, 2009), 
consistent with the Diagnostic and Statistical Manual of Mental Disorders’  
diagnostic criteria for addiction (Lemmens, Valkenburg, & Peter, 2009). However, 
unlike substance dependencies, behavioural addictions do not involve the ingestion 
of psychotropic substances. Instead, the psychotropic effects are derived from 
biochemical changes within the body triggered by rewarding in-game activities that 
cause the gamer to engage excessively in online games (APA, 2000; Holden, 2001). 
Hence, it has been established in the literature that problematic online gaming 
behaviour, unlike substance addiction, is more similar to other behavioural 
addictions, such as gambling. 
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To differentiate excessive gaming and Internet gaming addiction, several 
studies have examined the resources and outcomes associated with the phenomenon. 
It has been found that although Internet gaming addiction is associated with large 
amounts of time (e.g., 16 hours per day) spent in game (Allison, et al., 2006), 
excessive gaming is not a distinct indicator of addiction, this occurs only when 
significant negative consequences arise from excessive gaming (Skoric, Teo, & Neo, 
2009; Wood & Griffiths, 2007). This was explained by Griffiths’ (2005) finding, 
where two online gamers with similar excessive timeframes of gaming displayed 
distinct levels of engagement. It was then discovered that excessive online gaming 
could enhance an individual’s life or lead to addictive gaming, that is, become 
destructive to the individual’s life.  
Hence, based on this argument, in order to be prudent where exact definitions 
and diagnostic criteria have not yet been established or clarified (Demetrovics et al., 
2012), this research uses the term “problematic online gaming behaviour” to describe 
the phenomenon of not only solely excessive online gaming behaviour, but also its 
resultant gaming-related negative outcomes. The following section discusses 
massively multiplayer online role playing games (MMORPGs) to further develop the 
research context. The literature for the MMORPG literature is contained between the 
publication years of 2005 – 2017.  
2.1.1 The MMORPG Context 
MMORPGs are virtual environments (Stetina, et al., 2011) that involve 
persistent interaction between players to perform quests and gain achievements to 
advance one’s self-created virtual character or avatar (Ducheneaut, Yee, Nickell, & 
Moore, 2007). Blizzard Entertainment’s World of Warcraft currently dominates the 
current market as the largest MMORPG along with other titles like Final Fantasy 
XIV and Phantasy Star Online (IGCritic, 2016). There are also other free-to-play 
MMORPGs that depend on advertising and the purchase of in-game items for their 
survival like MapleStory Rohan: Blood Feud and Atlantic Online, which employs a 
Fremium business model. This type of model provides their full product for free but 
incorporate monetization strategies such as advertising or micro-transactions 
(Wagner et al, 2014). RuneScape & Tibia are also another form of free-to-play 
games that require monthly subscription to play with more features (Rowlands, 
2016).  
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MMORPGs are collaborative by design (Taylor, 2006), which encourages 
collaboration among players in order to achieve higher or more complex game-
relevant goals (Sanders et al., 2010). Goals and rewards are typically structured using 
a random ratio reinforcement schedule designed for operant conditioning. This 
allows early achievements to be quick and almost instantaneous but as the player 
progresses, so does the amount of time, effort, and complexity of levels (Joinson, 
2003; Lin, Hung, Fang & Tu, 2015). Furthermore, with the growing realism of 
MMORPG graphics, which promotes the seductive and captivating appeal of the 
game, all of these factors increase the likelihood of prolonged excessive engagement 
(Sanders, et al., 2010) that eventually leads to problematic online gaming behaviours 
(Grant, et al., 2010; Griffiths, 2005).  
This is supported by findings where MMORPG gamers have been found to 
spend an excessive amount of time playing MMORPGs, as compared to the time 
playing game consoles such as Xbox 360, Nintendo Wii, or PlayStation (Ng & 
Wiemer-Hastings, 2005; Shen, 2014). A possible explanation is that games can vary 
from causal to hardcore where causal games are easy to learn, access and require 
minimum skill and time commitment (Tuten and Solomon, 2015). An example of a 
casual game is the Nintendo Wii (Juul, 2010). Hardcore games tend to require a 
much more greater time commitment, skill level and is more immersive like 
MMORPGs (Loporcaro, Ortega, & Egnoto, 2014). Consequently, given that 
excessive online gaming can lead to behavioural addictions (Grant, et al., 2010; 
Griffiths, 2005), MMORPG gamers tend to experience more of the symptoms 
associated with addiction (problematic online gaming) than any other game (Kuss & 
Griffiths, 2012).  
Additionally, much of the problematic online gaming studies are undertaken in 
South East Asian countries (Kuss & Griffiths, 2012). This is in spite of increasing 
reports of previously undiagnosed problematic online gaming cases in Australia 
(Campbell, 2013). As a result, little is known about the problematic online gaming 
impacts within Western countries, such as Australia, and how it affects the mental 
well-being of young Australian men. 
Hence, given the influx of problematic online gaming behaviour among 
MMORPG gamers and the need to understand the impact on young Australian 
mental well-being, this research operates within the MMORPG context to investigate 
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how young Australian men seek help to overcome it. The next section justifies 
behavioural addiction literature as a valuable contributor to understanding 
problematic online gaming behaviour.  
2.1.2 Behavioural Addiction Literature 
Despite idiosyncratic differences, gaming addiction and problematic gambling 
share more inherent similarities than differences (Chappell, Eatough, Davies, & 
Griffiths, 2006; Griffiths, 2010). Griffiths (1991, 2005) argued that gaming addiction 
could be described as a non-financial form of gambling, and hence, used screening 
instruments adapted from the gambling literature to investigate gaming addictions. 
This approach is also used by treatment practitioners who develop gaming addiction 
treatments using the same treatment techniques as those used to treat gambling 
addiction (Griffiths, 2008). It is important to note that while addiction studies focus 
on the clinical treatment of addiction (Gainsbury & Blaszczynski, 2011; Griffiths, 
2010), this social marketing thesis takes a different approach by examining the 
influence of early help-seeking behaviour among young Australian males where 
clinical treatment and professional help is part of the help-seeking source. Hence, in 
this study, the problematic gambling literature is only included in the literature 
review to examine and further understand the influence of problematic online gaming 
on young Australian men, and not on the treatment of problematic online gaming. 
With this understanding of problematic online gaming, the following section 
examines the help-seeking literature and applies a social marketing framework to 
develop an appropriate investigation into how to encourage young Australian men to 
engage in help-seeking behaviour to overcome problematic online gaming behaviour. 
2.1.3 Mental Well-being 
Mental well-being was first defined by Bradburn’s (1969) research on 
psychological well-being as the degree to which the individual had an excess of 
positive over negative affect. However disagreements in the academic sphere led to 
two approaches to emerge: (1) the hedonic tradition which focused on constructs 
such as happiness, positive and low affect and satisfaction in life (Diener, 1984) and 
(2) eudaimonic tradition which highlights the positive psychological function and 
human development (Ryff, 1989). This pushed the recognition among researchers to 
acknowledge mental well-being as a multi-dimensional construct (Stiglitz, Sen & 
Fitoussi, 2009). Mental well-being is the state of emotional and social well-being in 
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which the individual can conduct successful mental functions that result in 
productive activities, fulfilling social relationships and the ability to cope with 
adversity (the normal stresses of life) and changes (U.S Department of Health and 
Human Services, 1999; WHO, 2001, p. 1). It is more than the absence of mental 
illness and is critical for the social capital and economic development of societies 
(WHO, 2005).  
Mental health problems and mental health illnesses or disorders refer to the 
spectrum of cognitive, emotional and behavioural disorders that interferes with the 
productivity and lives of people (Australian Health Ministers, 2003). Mental illness 
is identified through a diagnostic process while mental health problems are 
considered less severe but still capable of interfering with an individual’s life (AIH, 
2008). Hence in this thesis, problematic online gaming is coined a mental health 
problem that stems from a response to a life stressor that has the potential to develop 
into a mental illness.  
In the mental health literature, mental illness prevention and mental health 
promotion are two related complementary activities that play distinctive important 
roles in mental health interventions (Power, 2010). In the past, advocates and 
scientists of mental health have regarded mental illness prevention to be the best way 
to promote mental health. This myopic focus has often neglected the consideration of 
the individual’s choice and is solely focused on the availability of mental health 
treatments (Keyes, 2007). With individuals unaware of the value of mental well-
being, this has contributed to a lack of progress in reducing the prevalence, burden, 
or early onset of mental illness, despite global efforts to introduce mental health 
interventions (Glied & Frank, 2009; Insel & Scolnick, 2006).  
Fortunately, mental health practitioners and researchers have now realised the 
potential of mental health promotions that aim to enhance an individual’s ability to 
achieve a positive sense of self-esteem, well-being, and social inclusion, as well as 
the ability to cope with adversity (Power, 2010). There is consistent empirical 
evidence that mental health promotion should be the preeminent objective of mental 
illness prevention, as it is more effective in promoting mentally healthy individuals 
than mental illness prevention (Keyes, 2002; Power, 2010). When mental health is 
valued by the individual, they can then make informed decisions about their 
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behaviour that will improve the effectiveness of government and social marketing 
interventions, as well as the population’s overall mental well-being (Keyes, 2007).  
Help-seeking plays a key role in mental health promotion, as when professional 
help is sought early, it increases early detection, treatment, and the prevention of 
mental health problems in young people (O'Brien, Hunt, & Hart, 2005). Hence, given 
its significance in mental health promotion, this research aims to explore the help-
seeking behaviour of young Australian men aged 18-25 years old to improve their 
mental well-being in the problematic online gaming context. The following section 
reviews the current help-seeking literature used to identify the key research gaps that 
defined the research questions and the respective methodologies to answer them.  
2.2 HELP-SEEKING  
Help-seeking is a complex decision-making process that represents the 
intentional action to solve a problem that challenges one’s personal abilities. It is an 
adaptive form of coping that is reliant on social relationships and interpersonal skills 
(Gourash, 1978) to seek help from informal sources, such as friends and family, and 
formal sources, such as professional services (Rickwood, Deane, Wilson, & 
Ciarrochi, 2005).  
Three main attributes characterise and underline the help-seeking process: 
problem focused, intentional action, and interpersonal interaction with a third party. 
First, help-seeking is problem focused, in that the person seeking help needs to be 
able define their problem and identify that external help is required to solve or lessen 
the problem that they are facing (Lee, 1997). Second, intentional action is an 
essential aspect of help-seeking, in that a person seeking help acts with agency and 
intention (Bamberger, 2009; Burks, 2001) and involves the active consideration and 
selection of a source of help and can be coined as planned behaviour (Scott & 
Walter, 2010). This differentiates the concept of help-receiving from others when 
help-seeking is not expected. Last, the person seeking help must be able to verbalise 
their problem to a perceived source of help (Bamberger, 2009). In Murray’s (2005) 
review of the stage process models of help-seeking, she conceptualised help-seeking 
as a decision-making process and its attributes into three essential antecedents of 
help-seeking behaviour. This establishes the help-seeking process that begins with 
problem recognition and definition; leading to the decision to act, which is 
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predominantly influenced by social-cognitive factors; then to the selection of a 
source of help that ultimately leads to the actual help-seeking behaviour, as shown in 
Figure 2.1 (Cornally & McCarthy, 2011). 
 
Figure 2.1. Help-seeking Process 
Source: Cornally & McCarthy, 2011 
 
As discussed earlier, young people generally tend to avoid seeking professional 
services. Instead, they are more likely to seek help from an informal source, such as 
friends and family, before turning to formal sources (Boldero & Fallon, 1995; 
Rickwood, 1995; Ellis, et al., 2013). This often leads to a myriad of social problems, 
as informal sources may be poorly equipped to provide helpful responses to difficult 
issues. This is compared to professional mental health service providers, who are 
trained to provide protection against a variety of mental health risks, such as suicide, 
and alleviate psychological distress of personal, social, and emotional problems 
(Rickwood, et al., 2005). To understand this phenomenon, two major research gaps 
identified in the help-seeking literature must first be addressed.  
First, despite the development of several help-seeking theories, there is a lack 
of a unified theory for help-seeking behaviour. Most of these theories have a 
predominant descriptive focus on understanding the social and economic predictors 
of help seeking, rather than an explanatory focus that aims to identify and understand 
the individual predictors of the help-seeking behaviour (Rickwood, et al., 2005). 
Furthermore, most psychotherapeutic research does not articulate the means by 
which individuals come to use the process of choosing to seek help (Prochaska & 
DiClemente, 1982). This suggests that the nature of current understandings of the 
predictors and process of help-seeking is still exploratory. To address this research 
gap, this research first presents a literature review to: (1) understand the process of 
help-seeking, (2) to explore the competing behaviours to help-seeking, and (3) 
identify the key motivators and inhibitors that influence their help-seeking behaviour 
in the problematic online gaming context. It then proposes the use of appropriate 
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qualitative methodologies to provide further insights into these research gaps 
(Marshall & Rossman, 2011).  
Second, for the past decade, the National Health and Medical Research Council 
(2012) in Australia has spent more than $395 million on mental health research, an 
87.3% increase since 2000. Although there have been increased efforts to 
disseminate mental health initiatives on men’s mental well-being (Rochlen, Whilde, 
& Hoyer, 2005), there is still a lack of best practices undertaken by mental health 
practitioners and advocates in executing effective mental interventions towards 
young people in general (Paul, Street, Wheeler & Singh, 2015). This need for 
evidence-based practices has driven the exploration of new frameworks to also 
accelerate the diffusion of mental health interventions in other areas of health care 
Arora, Connors & George, 2016; Powell, Proctor & Glass, 2013).   
To address this research gap, this thesis proposes the use of a social marketing 
framework for best practices to investigate how to encourage young Australian men 
to engage in help-seeking behaviour to overcome problematic online gaming 
behaviour. This is in line with Andreasen’s (2004) suggestion for social marketing as 
an innovative and useful method of addressing mental health challenges, such as that 
in this research question. Hence, the following section presents a social marketing 
overview and its relevant framework to tackle the problematic online gaming 
phenomenon.   
2.2.1 Social Marketing  
Social marketing was first academically introduced by (Kotler & Zaltman, 
1971) who argued for a broader scope for marketing that social issues with the use of 
marketing principles and practices. They defined social marketing as the “design, 
implementation and control of programs calculated to influence the acceptability of 
social ideas and involving considerations of product planning, pricing, 
communication, distribution, and market research” (Kotler & Zaltman, 1971).  
A key difference between critical marketing and social marketing has been 
agreed by several researchers to be the preoccupation with the social consequences 
of social marketing – the introduction of a critical dimension ensuring an 
understanding of both the good and the bad that marketing can bring to society 
(Gordon, MacKintosh, & Moodie, 2010). Critical marketing refers to the focus on 
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socially responsible marketing, while social marketing emphasises that marketing 
should be applied to society as a whole and use its principles and practices to achieve 
social good and address its deficiencies (Hastings, Angus, & Bryant, 2012).    
 Gordon (2011) argued that the initial definition offered by Kotler and 
Zaltman in their 1971 seminal article in the Journal of Social Marketing failed to 
account for the critical dimension of social marketing in that it made social 
marketing difficult to distinguish from “socially responsible marketing” (Andreasen, 
1994). The definition was also narrowly focused on downstream behaviour change 
(Dann, 2010), hence, limiting future social marketing studies where the critical 
dimensions of social marketing were marginalised.  
Another key criticism of social marketing is that it has displayed little evidence 
of critical self-reflection and is merely a self-serving adaption of the existing 
marketing system to be treated with scepticism (Tadajeswki, 2010). In his analysis of 
social marketing efforts on tobacco and alcohol marketing, Gordon (2011) 
challenged the criticisms by highlighting how social marketers have used a critical 
approach to research the phenomenon.  
The majority of such studies have focused on and assessed the issues of 
tobacco and alcohol marketing, and measured their impact on youth smoking and 
drinking behaviours. This competitive analysis offered by critical social marketing 
studies can help inform targeted social marketing interventions aimed at youth 
smoking and drinking. Furthermore, social marketing can also use the outcomes of 
these critical analyses to become active in “upstream social marketing” efforts, such 
as advocacy, policy, and regulation forums (Gordon, 2011). Hence, this evidence 
challenges the criticisms in social marketing to provide the ability to understand the 
effects of commercial marketing on society and to also inform endeavours for policy 
and regulation change to achieve social good.  
To summarise, according to Dibb and Carrigan (2013), social marketing strives 
to bridge the social and commercial world of: (1) marketing that aims to influence 
consumer behaviour, and (2) the social problems caused by human behaviour. It aims 
to bring these two phenomena together without diverting the marketers’ attention 
away from critical issues, instead using marketing insights to address social 
behaviours. Hence, social marketing has since been justified as part of the marketing 
field, which is increasingly being adapted into new settings and to new behaviours 
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involving multiple stakeholders across a range of upstream, midstream, and 
downstream interventions, while embracing new technologies and marketing 
theories. 
Given that problematic online gaming is a social issue that needs to be 
addressed worldwide, social marketing is an ideal marketing system to critically 
analyse the behaviour and develop key understandings to inform future social 
marketing interventions. There is consistent evidence that social marketing is well-
suited as a valuable best practice framework in developing a wide range of 
interventions designed to bring about specific behaviour changes (help-seeking 
behaviour) in a key segmented consumer base (young Australian men, aged 18-25 
years old) (Andreasen, 2004; French, et al., 2010). It is an increasingly popular 
framework used in health promotion that is reliant on market segmentation (Grier & 
Bryant, 2005). Hence, to answer the overarching research question, the social 
marketing benchmarks are applied in the following section.  
2.2.2.1 Social Marketing Framework  
To distinguish social marketing from other disciplines, Andreason (2004) 
developed six benchmark criterion that uniquely distinguish and promote consistent, 
flexible, and successful social marketing interventions, in addition to providing an 
effective evaluation criteria. These criteria were then later extended by the NSMC 
(2006) to include two further benchmarks, as shown in Table 2.1.  
Table 2.1 NCSM Eight Benchmarks of Social Marketing 
Benchmarks Definitions 
Behavioural 
Change 
The intervention aims to change the consumer’s actual behaviour and not just 
their knowledge, attitudes and beliefs.   
Customer 
Orientation 
The intervention focuses on the consumer to understand their lives and 
behaviours using mixed research methods and data sources. 
Theory The intervention uses behavioural theories to understand and inform the 
intervention development. 
Insight The intervention uses consumer research to identify barriers and facilitators of 
the consumer that influences the targeted behaviour.  
Exchange The intervention considers the perceived and actual benefits and costs of 
adopting and maintaining a new behaviour.  
Competition The intervention aims to address direct and external factors that compete for 
the consumers’ time, attention, and inclination to behave a certain way. 
Segmentation The intervention aims to identify consumer segments that have common 
characteristics to tailor appropriate interventions.  
Marketing Mix The intervention aims to use all elements of the marketing mix to bring about 
behavioural change, and not solely to raise awareness.  
Source: NSCM (2006) 
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Based on Table 2.1, it is clear that in order to increase the help-seeking 
behaviour of young Australian men, it is important to make voluntary behaviour 
more appealing for this target market to exchange it with their problematic 
behaviour. To achieve this, exchange theory posits that consumers perform the target 
behaviour (help-seeking) out of self-interest as they seek to optimise value by doing 
what gives them the greatest benefit for the least cost (Bagozzi, 1978). Hence, social 
marketers must always: 1) offer benefits that the consumer truly values; 2) recognise 
the intangible costs that consumers have to pay; and 3) acknowledge that everyone 
involved in the exchange, including intermediaries, must receive valued benefits in 
return for their efforts (Donovan & Henley, 2003). To achieve these objectives, both 
social marketing (Grier & Bryant, 2005) and help-seeking researchers (Clarke, 
Abbott, DeSouza, & Bellringer, 2007) recommend the need for consumer research to 
understand the motivators and barriers of help-seeing behaviour to optimise outreach 
efforts and improve the appeal and accessibility of professional mental health 
services that will improve the mental health of the community. This is proposed in 
Section 2.3, where help-seeking literature is reviewed to uncover any research gaps 
and the key motivators and inhibitors of help-seeking.  
Lefebvre (2011), a key researcher in the social marketing field, also stated that 
social marketing must be based on theoretical models that guide the selection of the 
most relevant determinants for scalable behavioural change. Hence, Section 2.3 also 
discusses the model of goal-directed behaviour, which has been used in several social 
marketing studies (Fry, Drennan, Previte, White, & Tjondronegoro, 2014; Schuster, 
Drennan, & Lings, 2013) and was adopted in this research to examine the overall 
help-seeking behaviour of young Australian men.  
Section 2.4 discusses problem recognition as the first stage of the help-seeking 
process, where the individual first needs to recognise they have a problem and define 
it before they can decide to do something about it, choose a source of help, and 
conduct actual help-seeking. Hence, it explores the problem recognition literature 
regarding how young Australian men recognise their problematic behaviours and any 
key research gaps that this research may address.  
Finally, it is also important for social marketers to examine the competing 
behaviours (competition) to help-seeking. This is because, in social marketing, 
voluntary behaviours (help-seeking) are pushed to their target markets that present 
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them with the opportunity to make a choice between their current bad behaviour 
(e.g., problem denial) or voluntary behaviour (help-seeking) (Hastings, 2003a). In 
order to develop a strategic appeal for help-seeking, it is therefore critical to include 
understandings of the perceived cost and benefits of competing behaviours. 
Accordingly, the last section of this chapter, Section 2.5, analyses the coping 
literature for any competing behaviours to help-seeking and strives to understand the 
key factors that will encourage young Australian men to seek help.  
This research does highlight that few researchers have examined help-seeking 
in a problematic behaviour context, such as gambling and online gaming. Instead, 
predominant studies have examined the intention to seek help in various types of 
difficulties, such as academic and interpersonal coping (Cellucci, Krogh, & Vik, 
2006; Reichert, 2012; Rickwood & Watsford, 2015). Hence, the following discussion 
draws from a variety of general and academic help-seeking, as well as a few 
problematic gambling studies to understand the novel phenomenon of help-seeking 
for problematic online gaming behaviour.  
2.3 MOTIVATORS AND INHIBITORS OF HELP-SEEKING  
In the help-seeking literature, a prevalence of research recommends the need to 
promote early help-seeking. However, few studies have examined the reasons why 
people seek help when dealing with problematic behaviours and the factors that 
impede them from doing so (Pulford, et al., 2009b). Even fewer have identified the 
factors influencing help-seeking among young people (Fields & Cochran, 2010; 
Gulliver, Griffiths, & Christensen, 2010). This is an essential research gap to address 
in order to encourage early help-seeking via informed social marketing strategies. 
The following section examines the help-seeking literature across a variety of 
problematic behaviours to identify the key motivators of help-seeking.  
2.3.1 Motivators for Help-Seeking 
As shown in Table 2.2, only three problematic behaviour studies were found to 
examine the motivators for help-seeking. All three studies were conducted in the 
problematic gambling context. The four main reasons that triggered decisions to seek 
help were financial difficulties, relationships with others, negative emotions (e.g., 
stress, panic, depression, guilt), and physical health.  
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Table 2.2 Motivators to Help-Seeking Behaviour 
Adapted from Suurvali, Hodgins, and Cunningham (2010) 
 
In Evans and Delfabbro’s (2005) study, problematic gamblers reported that 
they were more likely to seek help when they experienced a decline in psychological 
and physical health and when their financial position was so severe that they could 
not afford household bills or to maintain their property. Similar findings were made 
by McMillen, et al. (2004) and Pulford et al. (2009b), where financial problems were 
identified as the primary reason problem gamblers decided to seek help. This is 
consistent with the stages of change scale (SOC) argument that people primarily 
contemplate changing their behaviour when the magnitude of their problem becomes 
so intolerable that it forces them out of problem denial and into recognising their 
problematic behaviour and the need to handle the problematic behaviour (Prochaska 
& DiClemente, 1983).  
However, in the online gaming context, most problematic gaming behaviour 
has been identified within free MMORPG games, where the cost to play is mostly 
time spent on the game (Kuss & Griffiths, 2012). Hence, financial costs and 
difficulties resultant from problematic gaming are unlikely to be a key motivator for 
help-seeking. In contrast, the cost of time spent gaming online may indeed be a 
potential motivator. There is strong evidence in the problematic gaming literature 
that when young people engage in games excessively, they tend to neglect their 
sleep, diet, exercise, hobbies, and socialising (Young, 2009). This then leads to a 
myriad of problematic behavioural and negative mental health outcomes, such as 
depression and anxiety (Allison, et al., 2006), aggression (Chan & Rabinowitz, 
2006), loneliness (Lemmens, et al., 2011), increased thoughts of suicide (Rehbein, et 
al., 2010), decline in verbal memory performance (Dworak, et al., 2007), and 
Motivators to help-seeking 
behaviour 
Pulford, et al. 
(2009b) 
McMillen, 
Marshall, 
Murphy, 
Lorenzen, 
and Waugh 
(2004) 
Evans and 
Delfabbro 
(2005) 
(1) Financial difficulties * * * 
(2) Relationships with others * * * 
(3) Negative emotions *  * 
(4) Physical Health *  * 
Evaluation and decision-making *   
Work or legal difficulties *   
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interpersonal or intrapersonal conflicts (Batthyány, et al., 2009; Peng & Liu, 2010). 
Therefore, these outcomes suggest that the cost of time, socialising, and personal 
health may be potential motivators for problematic online gamers to cease gaming 
excessively and to ultimately seek help. There is also supporting evidence in the 
alcohol abuse literature, where it was found that college-age students do not 
necessarily stress over their drinking problem, but rather the negative social and 
health consequences (Hajema, Knibbe, & Drop, 1999). However, given the lack of 
research into motivators for help-seeking, this study is the first of its kind to explore 
what motivates problematic online gamers to seek help.  
Notably, though influence and relationship with others (e.g., friends and 
families) were frequently mentioned, they were identified as secondary motivators 
for problematic gamblers to seek help. Pulford et al. (2009b) and Evans and 
Delfabbro (2005) remained unsure as to why this was so, and suggested further 
research. There is conflicting evidence that social influence may either encourage 
help-seeking or discourage it. According to Codd & Cohen (2003), heavy-drinking 
friends of the problematic alcohol abuser tend to subjectively normalise their 
problem drinking and discourage help-seeking. Whereas within the social marketing 
context, there is consistent evidence that increasing the visibility of a target 
behaviour is a key principle, given that social diffusion is most likely to occur when 
the promoted behaviour is visible in the community and developed through direct 
contact between people rather than campaigns (McKenzie-Mohr & Schultz, 2014; 
Schuster, Kubacki, & Rundle-Thiele, 2016). This suggests that different social 
influences may be at play in encouraging and discouraging help-seeking in young 
men. However, given the limited research into motivators of help-seeking, there is a 
need to investigate and validate the negative influence of fellow problematic online 
gamers and the positive influence of peers and family. 
2.3.2 Barriers to Help-Seeking  
Motivators and inhibitors of help-seeking can be classified into intrinsic and 
extrinsic factors (Hing & Nuske, 2011). Intrinsic factors include psychological, 
social and cultural factors, while extrinsic barriers relate to access to professional 
mental health services. Table 2.3 depicts the barriers to help-seeking identified in the 
literature. 
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Table 2.3 Barriers to Help-Seeking Behaviour 
Barriers to help-seeking 
behaviour 
Pulford, 
et al. 
(2009a) 
Hodgins 
and el-
Guebaly 
(2000) 
McMillen, 
et al. 
(2004) 
Rickwood, 
et al. 
(2005) 
Evans and 
Delfabbro 
(2005) 
(1) Problem denial √ √ √  √ 
(2) Shame √ √ √  √ 
(3) Desire to handle problem 
on their own 
 √  √ √ 
Pride √    √ 
Embarrassment  √   √ 
Stigma of problematic 
behaviour 
 √ √   
Lack of emotional 
competency 
   √  
Help-negation from suicide 
ideation 
   √  
Hopelessness/belief that 
treatment will not work 
   √  
Failure to recognise the 
problem 
 √  √  
Ignorance of treatment 
available 
 √    
Unable to share problems  √    
Dissatisfaction with 
treatment services 
    √ 
Source: Developed for this study 
 
Extrinsic barriers, such as cost, accessibility, and quality of professional mental 
health services, can also impact on help-seeking (Hing & Nuske, 2011). According to 
McMillen, et al. (2004) and Hodgins and el-Guebaly (2000), lack of information 
about available professional mental health services is another key obstacle that 
prevents problematic gamers from seeking help. This is supported by findings where 
men in rural areas were found to be most reluctant to seek help from professional 
mental health services, as most were embarrassed to seek help, followed by not 
knowing whom to seek help from (Wrigley, Jackson, Judd, & Komiti, 2005). 
Similarly, a Queensland study of 1,203 problem gamblers identified a lack of 
information about the availability of services and the costs involved as being the key 
barriers to help-seeking. Interestingly, these barriers are in conflict with Evans and 
Delfabbro (2005) Australian study, where there was little evidence that problem 
gamblers failed to seek help due to a lack of knowledge about professional services. 
Hence, it is proposed that lack of information about available professional mental 
health services be investigated as a potential key barrier to help-seeking for young 
Australian men to overcome problematic online gaming. However, given that there is 
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scarce help-seeking research in the problematic online gaming context, it remains 
unclear whether shame, lack of knowledge of available professional mental health 
services, or any of the identified barriers are key inhibitors to help-seeking for 
problematic online games.  
To address the research gap of needed research into help-seeking, young 
people, and the problematic online gaming context, this research undertook a 
quantitative study to also examine the identified key motivators and inhibitors of 
young Australian men’s help-seeking to overcome problematic online gaming. This 
answers the following research question component:  
RQC1.1: What are the motivators and inhibitors that impact on help-seeking 
behaviour for young Australian male problematic online gamers aged 18-25 
years old? 
In order to increase the help-seeking behaviour of young Australian men, it is 
important to make the voluntary behaviour more appealing for the target market to 
exchange it with their problematic behaviour. To achieve this, exchange theory posits 
that consumers perform the target behaviour (help-seeking) out of self-interest as 
they seek to optimise value by doing what gives them the greatest benefit for the 
least cost (Bagozzi, 1978). Hence, social marketers must always: 1) offer benefits 
that the consumer truly values; 2) recognise the intangible costs that consumers have 
to pay; and 3) acknowledge that everyone involved in the exchange, including 
intermediaries, must receive valued benefits in return for their efforts (Donovan & 
Henley, 2003). To achieve these objectives, both social marketing (Grier & Bryant, 
2005) and help-seeking researchers (Clarke, et al., 2007) recommend the need for 
consumer research to understand the motivators and barriers of help-seeing 
behaviour to optimise outreach efforts and improve the appeal and accessibility of 
professional mental health services that will improve the mental health of the 
community.  
Behavioural intentions—one’s motivation or decision to act to perform a 
behaviour—have been identified in several social-psychological models of behaviour 
to be a crucial determinant of behaviour (e.g. MGB,) (Perugini & Bagozzi, 2001). 
Hence, this research examines the following behavioural theories to further 
understand and develop an empirical behavioural model as used in this study. 
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2.3.3 Behavioural Theories 
To predict behavioural change, the Theory of Reasoned Action (TRA) (Fishbein & 
Ajzen, 1975) is a fundamental attitudinal theory from social psychology that is 
concerned with the determinants of behavioural intention (Davis, Bagozzi, & 
Warshaw, 1989). According to Fishbein and Ajzen (1975), behavioural intention is 
the measure of the strength of a user’s intention to perform a specified behaviour. It 
has been found to have the most proximal influence on behaviour and mediates the 
influence of other factors (Ajzen, 1991b). Behavioural intention is a function of two 
conceptually independent determinations: attitude towards the behaviour and 
subjective norm. Figure 2.2 depicts the TRA and its constructs. 
 
Figure 2.2. Theory of Reasoned Action 
 Source: Fishbein and Ajzen (1975) 
 
Attitude is the degree to which a person has a favourable or unfavourable 
evaluation towards performing the target behaviour (Fishbein & Ajzen, 1975). It is 
determined by behavioural salient beliefs that are formed when a consumer 
associates it with certain attributes or outcomes from using the object (Ajzen & 
Fishbein, 1980). Fishbein and Ajzen (1975) postulated that the more favourable the 
attitude towards performing the behaviour, the stronger the intention to perform the 
behaviour.  
Subjective norm is a person’s perception that important members of one’s 
social network think they should or should not perform the behaviour (Fishbein & 
Ajzen, 1975). It has been proven in various studies to be a significant predictor of 
Attitude  
Subjective norm  
Intention 
Behavioural 
salient 
beliefs 
Normative 
salient 
beliefs 
Behaviour 
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behavioural intention through attitude as a mediator (Fishbein & Ajzen, 1975; Yeon 
& Murat, 2016).  
However, a key limitation of TRA is its assumption that most human social 
behaviour is under their full volitional control, and can therefore be predicted from 
intentions alone (Ajzen, 2002). It does not consider that a variety of factors may 
interfere with conducting the desired behaviour. Hence, though the TRA is a 
generalised model, it does not incorporate specific salient beliefs that are operative 
for a particular behaviour (Davis, et al., 1989); thus, rendering the attitude construct 
as insufficient for explaining variance in intentions and behaviour. To overcome this 
limitation, Ajzen and Fishbein’s (1980) recommended including the five to nine most 
frequently elicited salient beliefs relevant to the particular behaviour’s context. 
However, this solution contradicts the generalisability of TRA. This is because, as 
new salient beliefs are required for every new context, it renders TRA as no longer 
generalisable across different contexts.  
With these limitation in mind, Ajzen (1991a) made one of the most important 
revisions of the TRA and introduced perceived behavioural control as an independent 
variable that operated as a parallel predictor to attitude and subjective norm, thereby 
broadening the TRA, known as the Theory of Planned Behaviour (TPB).  
The addition of perceived behavioural control was made in the TPB to account 
for the lack of variance for behaviours that are difficult to execute, that may limit 
one’s volitional control (Ajzen, 2002). In other words, the construct aims to measure 
one’s actual control and contributes to the prediction of the desired behaviour (Ajzen, 
1991b). Figure 2.3 depicts the TPB and its constructs. 
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Figure 2.3. Theory of Planned Behaviour 
Source: Ajzen (1991a) 
 
However, the model of goal-directed behaviour (MGB) was first proposed by 
Perugini and Bagozzi (2001) as an alternative framework to the Theory of Planned 
Behaviour. The MGB was created to address the insufficiencies of the TPB and 
extended it to include: (1) emotions anticipated towards goal achievement that were 
derived from the self-regulation theory (Carver & Scheier, 1998), and the (2) 
frequency and recency of past behaviour that were postulated by Bentler and 
Speckart’s (1979, 1981) studies of attitudes and behaviours to influence explaining 
behaviour (Perugini & Bagozzi, 2001). Since its introduction, the MGB has gained 
wide empirical support from a variety of human behaviour studies, such as brand-
related behaviour, drinking alcohol, digital piracy, and information search due to its 
strong predictive ability (Bagozzi & Dholakia, 2006; Prestwich, Pergugini, & 
Hurling, 2008; Taylor, Ishida, & Wallace, 2009). However, there is limited known 
research into the application of the MGB in a help-seeking context towards achieving 
mental well-being. Few studies that have applied the MGB towards understanding 
help-seeking have indicated promising explanatory power for the MGB as a 
theoretical framework for online research with young people to measure attitudinal 
and behavioural change (Spears et al., 2016). Given the MGB’s empirically 
supported ability to predict and explain behaviours, this study examines the MGB’s 
ability to explain and predict help-seeking in young Australian male problematic 
online gamers.   
 
Intention 
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2.3.3.1 Model of Goal-directed Behaviour 
 
Figure 2.4. Model of Goal-directed Behaviour 
Source: (Perugini & Bagozzi, 2001) 
 
 
As shown in Figure 2.4, the MGB postulates that desire increases the formation 
of intentions and transforms the motivational content to conduct a behaviour that is 
embedded in attitudes towards the act, anticipated emotions towards the goal, 
subjective norms, and perceived behavioural control (Perugini & Bagozzi, 2001). 
Moreover, frequency of past behaviour is assumed to be a predictor of desires, 
intentions, and behaviour; however, recency of past behaviour will only predict 
behaviour. This is line with Rickwood et al.’s (2005) recommendation that it is 
important to monitor past and recent help seeking behaviours, as they may help 
predict future help-seeking behaviour and intentions. 
As some of the key barriers to young Australian men’s help-seeking towards 
mental well-being have been shown to include negative attitudes (attitude) and 
negative feelings towards seeking help for fear of embarrassment and shame 
(negative anticipated emotions) (Kessler, et al., 2007; Wrigley, et al., 2005), it is 
evident that the MGB is able to measure and include these barriers to examine and 
predict help-seeking behaviour in young Australian men. Within the social marketing 
literature, there is also a push for an understanding of how value can be created 
through the eyes of customers who make service evaluations based on function (task-
related) and emotional (hedonic and personal) value appraisals (Zainuddin, Russell-
Bennett, & Previte, 2013). Understanding this need would help social marketers 
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comprehend and improve the value of help-seeking among young Australian men. 
Hence, the following research question examined: 
RQC1: To what extent does the revised MGB explain the help-seeking 
behaviour in the problematic online gaming context? 
However, researchers have emphasised the necessity to revise existing 
sociopsychological theories to include new constructs to the MGB to alter existing 
paths among the current variables to increase the predictive power of specific 
behaviours in specific contexts (Ajzen, 1991a; Oh & Hsu, 2001) that will ultimately 
broaden and deepen the MGB and provide a better understanding of the theoretical 
mechanisms of sociopsychological theories (Perugini & Bagozzi, 2001). Hence, this 
study includes identified key barriers and facilitators of help-seeking to the MGB to 
test and increase its explanatory power. 
2.4 PROBLEM RECOGNITION 
Problem recognition and definition is stated to be the first step towards help-
seeking, whereby the individual identifies the problem for which help is sought 
(Cornally & McCarthy, 2011). It is based on the interaction between one’s desired 
state and actual state. The desired state refers to the way a person would like their 
needs to be met, while the actual state refers to the degree to which a perceived need 
is actually being met. Problem recognition therefore occurs where a significant 
difference develops between a person’s desired state and actual state regarding a 
particular want or need. However, it is not a discrepancy of some absolute size that 
causes problem recognition, but one of sufficient magnitude to attract attention to 
notice the problem (Bruner II & Pomazal, 1988). Moreover, individual differences 
affect the way a person defines a problem (Herden & Lyles, 1981). Hence, this 
reveals that, in order for problematic online gamers to recognise their problematic 
behaviour, social marketers must first bring to their attention the vast difference 
between their desired and actual needs, which are subjective to individual 
differences.  
In the services marketing literature, similar to the problem recognition 
construct in the help-seeking process, needs recognition has been identified to be a 
critical initial stage of the consumer decision process (Engel, Kollat, & Blackwell, 
1968). However, an extensive literature search of problem recognition shows a 
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negligible amount of studies go beyond the basic definition and discussion of various 
strategies that marketers may use to influence one’s needs recognition. Little 
research has been conducted on the important first stage in the consumer decision 
process (Hill, 2001). Similarly, in this research, few studies were found to examine 
the potential and influence of problem recognition, such as Bruner II (1987), Sirgy 
(1987), and most recently, Cornally and McCarthy (2011). Such studies have 
attempted to develop a model of problem recognition; however, the two approaches 
have been divergent rather than integrative (Kessler, et al., 2007). This presents a key 
research gap that this study aims to address. In exploring the triggers of problem 
recognition, this research makes a novel theoretical contribution to the marketing and 
consumer literature by providing researchers and social marketers with an 
understanding of what pushes people into problem recognition and to the next stages 
of decision making and actual help-seeking behaviour. 
Kanfer’s (1970) self-regulation model further expounds the concept of problem 
recognition in the self-monitoring and self-regulation stage, where an initial self-
monitoring sub-process occurs involving an intentional focusing on one’s behaviour. 
This self-directed attention constitutes informational input that leads to the second 
self-evaluation sub-process that compares this informational input to some internal or 
external goal or standard. This results in problem recognition when there is a 
discrepancy in the comparison results (Kanfer, 1970). However, normalisation can 
also occur as a result of the self-evaluation process (Neal & Carey, 2005).  
2.4.1 Normalisation 
Self-focusing strategies that provide objective feedback about one’s behaviour 
are effective elements of brief intervention and motivational interviewing therapies 
(Bien, Miller, & Tonigan, 1993; Miller & Kurtz, 1994). For example, research shows 
that self-monitoring of college fraternity members’ drinking also curtails heavy 
drinking (Neal & Carey, 2005). While this finding promotes the importance of self-
monitoring in problem recognition, it should also be noted that there are potential 
difficulties faced during self-evaluation. This is particularly the case in normalisation 
of a problematic behaviour. Returning to the drinking example, it has been found that 
for many heavy drinking students, the drinking behaviour of other students can 
become a standard for acceptable behaviour (Nye, Agostinelli, & Smith, 1999), given 
that individuals typically perceive their peers’ drinking to be similar to their own 
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(Agostinelli, Floyd, Grube, Woodall, & Miller, 2004). Thus, comparing their own 
heavy drinking against such inaccurately perceived standards could yield no 
perceived discrepancy, therefore preventing an objective problem recognition 
process (Nye, et al., 1999). The same situation arises in problematic gaming, where 
gamers normalise their behaviour.  
Normalisation is a concept first used in the context of creating “normal” living 
conditions for people with learning difficulties. It is concerned with the stigmatised 
or deviant individuals or groups becoming included in many features of everyday life 
where their identities or behaviour become more and more accepted, and potentially 
even valued (Wolfensberger, 1984). Normalisation was popularised by Measham, 
Newcombe and Parker (1994) when it was adopted into the 1993 North West 
England Longitudinal Study that examined drug use of young people in Briton. 
Parker (2005) later attempted to develop five dimensions of normalisation in an 
attempt to provide a framework for the concept of normalisation. Since then, several 
normalisation studies have been conducted within the alcohol (Parker & Williams, 
2003) and drug (Duff, 2005) context. Notably, normalisation is a concept that has yet 
to be extensively examined within the problematic behaviour context, such as 
problematic online gaming.  
Hence, this thesis examines the need for effective understanding and strategies 
for inhibiting problematic online gaming to establish more accurate and conservative 
perceptions of online gaming behaviour. To better understand this phenomenon, the 
social marketing’s stages of change is an appropriate segmenting model to provide 
further insight into how problem recognition operates within individuals. 
2.4.2 Stages of Change 
As social marketing continues to evolve theoretically, the discipline also finds 
novel and creative ways to integrate concepts and principles from other disciplines 
such as psychology, health, economics, and information technology. In this way, 
social problems can be addressed from diverse perspectives, and behavioural change 
for social good can be tackled more effectively in a wider range of contexts. 
In the social marketing literature, stages of change (SOC) is a valuable 
segmenting model successfully applied in numerous addiction contexts that 
categorise people with problematic behaviours into the aforementioned five stages 
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(pre-contemplation, contemplation, preparation, action and maintenance) (Prochaska 
& DiClemente, 1982). Similar to help-seeking, this theory posits that behavioural 
change is described to occur as a result of gradual intra-individual changes that are of 
a cognitive nature, beginning with problem recognition (Prochaska & DiClemente, 
1982). Moreover, akin to the problem recognition process, it suggests that problem 
recognition and behavioural change can come about swiftly, often as a result of life 
events or external pressures (Stotts, DiClemente, Carbonari, & Mullen, 1996). The 
SOC proposes that people contemplate changing their behaviour primarily when the 
magnitude of their problem becomes so intolerable that it forces them out of problem 
denial and into recognising their problematic behaviour and the need to handle the 
problematic behaviour (Prochaska & DiClemente, 1983). This is consistent with 
numerous addiction studies where the respondents often did not seek help until they 
experienced a crisis, such as major relationship or financial problems (McMillen, et 
al., 2004; Shek, Chan, & Wong, 2012). 
However, a key limitation in the SOC lies in its inability to fully explain how 
change occurs (Evans & Delfabbro, 2005). To date, there are no published studies of 
progression through the entire SOC (Littell & Girvin, 2002). Most studies only 
explain how people who undergo change proceed through the different stages, but 
not how this change happens (Barber, 2002). Particularly, the processes involved in 
the transition from pre-contemplation and contemplation (Prochaska & DiClemente, 
1983). 
Furthermore, some authors argue that the SOC downplays the importance of 
external factors, such as social reinforcement, and that people can also change for 
positive reasons (Barber, 2002). This is a significant research gap, as there is little 
emphasis in the SOC literature about how social influences, such as family, friends, 
or concerns about self-image can trigger problem recognition (Hodgins & el-
Guebaly, 2000). This is the case in spite of supporting help-seeking literature 
evidence that social networks do influence the individual’s decision to seek help and 
their attitude and beliefs towards the source of help (Gourash, 1978; Moloczji, 
McPherson, Smith, & Kayes, 2008), particularly in Australia, where pressures from 
family members and friends were found to be important influences in guiding and 
encouraging help-seeking in problem gamblers (Booth, Kirchner, Fortney, Ross, & 
Rost, 2000; Rothi & Leavey, 2006). However, most of these studies have merely 
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examined how pressure from family members and friends is influential in guiding 
and encouraging help-seeking in problem gamblers (Rothi & Leavey, 2006), but 
have not studied how social influences may encourage problem recognition, 
particularly in a novel phenomenon, such as problematic online gaming. This is 
crucial, as people do not engage in help-seeking without first recognising that they 
have a problem.  
However, few researchers have examined help-seeking in the problematic 
behaviour context, such as gambling and online gaming. Instead, predominant 
studies have examined the intention to seek help with various types of difficulties, 
such as academic and interpersonal coping (Cellucci, et al., 2006). Hence, this paper 
draws from a variety of literature on problematic gambling studies to understand the 
novel phenomenon of help-seeking for problematic online gaming behaviour and 
applies a social marketing perspective to answer the research gap.   
Based on this understanding, this research proposes the importance of 
identifying and classifying the positive and negative incidents that trigger problem 
recognition in young male Australian problematic online gamers and to examine the 
role of social influence on problem recognition. This was conducted though the 
exploratory methodology of the critical incidence technique to answer the following 
research question component: 
 RQC2: How do young Australian men aged 18-25 years old recognise their 
problematic online gaming? 
o RQC2.1: What are the incidents that trigger problem recognition in 
young Australian male problematic online gamers aged 18-25 years 
old? 
o RQC2.2: How do social influences affect problem recognition for 
problematic online gaming? 
2.5 DECISION TO ACT 
In the next stage of help-seeking, decision to act (intentional action) is an 
essential aspect of help-seeking, in that a person seeking help acts with agency and 
intention (Bamberger, 2009; Burks, 2001). It involves the active consideration and 
selection of a source of help and can be coined as planned behaviour (Scott & 
Walter, 2010). The following section reviews the coping literature to understand how 
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young Australian men cope with their problematic online gaming and how help-
seeking can be encouraged.  
In an Australian study of 77 problem gamblers, help-seeking for professional 
mental health services was found to not be considered as a point of intervention but 
rather as a last resort when all other possibilities were exhausted (Evans & 
Delfabbro, 2005). This revealed two possibilities: 1) a vast number of those who 
experience problematic behaviours are addressing it without seeking professional 
mental health services, or 2) are reluctant to seek help because they are perhaps 
ashamed of admitting they have a problem.  
In commercial marketing, competition refers to products and companies that 
try to satisfy the needs of the same target market. Similarly, in social marketing, 
competition refers to the behavioural options that compete with the target behaviour 
(Hastings, 2003a). Help-seeking is a form of coping behaviour that is problem-
focused. After problem recognition, the decision of whether to seek help or to cope 
differently is made (Cornally & McCarthy, 2011). During this decision to seek help, 
two competing coping behaviours have been identified in a variety of behavioural 
addiction literature: problem denial (McMillen, et al., 2004; Pulford, et al., 2009a; 
Wilson & Deane, 2001) and self-reliance (Evans & Delfabbro, 2005; Pulford, et al., 
2009a). 
2.5.1 Competing Coping Behaviour  
Coping is defined as management of stress (behaviour) through the cognitive 
(thinking about the stress) and affective (feeling the stress) responses used by an 
individual (Folkman & Moskowitz, 2004). It is widely acknowledged that there is no 
one way for individuals to cope (Carver & Scheier, 1998). According to Lazarus and 
Folkman (1984), there are two posited types of coping behaviours: (1) problem-
focused coping, which involves finding the most effective way to solve the problem 
or to control the source of the stress; and (2) emotion-focused coping, which involves 
managing emotional responses to stress. These behaviours may either be active or 
avoidant (Ebata & Moos, 1991). There is strong evidence that suggests active coping 
behaviours, which include problem solving and positive cognitions, result in more 
positive outcomes (Sandler, Tein, & West, 1994). This is compared to the use of 
avoidance and emotion-oriented coping behaviours, which are consistently linked to 
higher mental health problems, anxiety, somatic problems, and depression in 
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adolescents (Ebata & Moos, 1991). Help-seeking is a form of ‘approach’ style 
coping, which is problem-focused and involves recognising a problem and 
attempting to resolve it (Frydenberg & Lewis, 1993).  
In the coping literature, those who engage excessively in gambling can be 
conceptualised as using a maladaptive coping behaviour to deal with negative mood 
states, such as stress of depression (Blaszczynski & McConaghy, 1989; Getty, 
Watson, & Frisch, 2000). They are prone to engage in emotional-focused coping 
behaviours, such as avoidance, through the use of distracting behaviours or escaping 
through fantasy, denial, and substance use (Nower, Dervensky, & Gupta, 2004). 
Similarly in Griffiths’ (2010) online gaming case studies, he discovered that even 
when two different participants were playing up to 14 hours a day, only one of them 
appeared to be genuinely addicted to online gaming. It was then later discovered that 
the addicted gamer was actually using gaming as a consistent tool for modifying his 
mood (to escape from other problems in his life). Additionally, in several South 
Korean studies, escapism was found to be the most important factor in predicting 
Internet gaming addiction, pathological gaming, and depression (Dongdong, Liau, & 
Khoo, 2011; Kwon, Chung, & Lee, 2011). Hence, this suggests that some 
problematic online gamers may be using online games as a tool to modify their 
moods or as avoidant behaviour from dealing with prior mental health issues, such as 
depression or stress. 
Social marketers find this a challenging issue, as there is consistent evidence 
that direct competition inhibits the performance of a target behaviour to the extent 
that the competitor behaviour is perceived to be more conducive to achieving the 
individual’s referent personal goal (e.g., mood alleviation) (Schuster, 2015). 
Moreover, some scholars suggest that an individual’s cognitive responses to stressful 
situations are fixed, meaning that their chosen coping behaviour will always be 
consistent (Kirton, 2003). This implies that problematic online gamers who use 
online games to escape or distract themselves from their current situation may also 
choose an avoidance behaviour, such as problem denial, to cope with onset 
problematic outcomes from their excessive online gaming, as opposed to seeking 
help. Furthermore, fixed cognitive responses place individuals who are lacking in 
effective coping resources and behaviour to manage their problematic behaviour at 
greater risks of relapsing into it again (Brown, Vik, Patterson, & Grant, 1995).  
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However, it is generally agreed among researchers that coping behaviours can 
be modified through learned coping techniques (Li, 2007; McKeachie, 1995) and 
motivations to function outside of one’s preference (Kirton, 2003). In short, people 
can learn and be motivated to choose help-seeking as opposed to their preferred 
coping behaviour of problem denial and self-reliance. This presents the possibility 
for social marketers to utilise social marketing campaigns to encourage help-seeking 
as an alternative coping behaviour. The following section further examines how the 
coping behaviours of problem denial and self-reliance are preferred over help-
seeking.  
2.5.2 Problem Denial  
Problem denial is the process in which one’s mind defends itself against 
painful or threatening information. Depending on the situation, this coping strategy 
can be maladaptive, leading to delay of treatment (Siemerink, Jaspers, Plukker, 
Mulder, & Hospers, 2011). As discussed previously, it is anticipated that some 
problematic online gamers may be using online gaming as an avoidance behaviour 
from their current situation and may be choosing problem denial to cope with their 
problematic online gaming behaviour. There is general consensus that problem 
denial occurs after problem recognition and is a decision that an individual makes 
(Brezina, 2008; Simpson & Tucker, 2002). Problem denial is a strong reoccurring 
barrier in the help-seeking literature (Evans & Delfabbro, 2005; Gainsbury, Hing, & 
Suhonen, 2014; Pulford, et al., 2009a).  Table 2.4 presents an overview.  
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Table 2.4 Barriers to Help-Seeking 
Barriers to help-seeking 
behaviour 
Pulford, 
et al. 
(2009a) 
Hodgins 
and el-
Guebaly 
(2000) 
McMillen, 
et al. 
(2004) 
Rickwood, 
et al. 
(2005) 
Evans and 
Delfabbro 
(2005) 
(1) Problem denial * * *  * 
(2) Shame * * *  * 
(3) Desire to handle problem 
on their own 
 *  * * 
Pride *    * 
Embarrassment  *   * 
Stigma of problematic 
behaviour 
 * *   
Lack of emotional 
competency 
   *  
Help-negation from suicide 
ideation 
   *  
Hopelessness/belief that 
treatment will not work 
   *  
Failure to recognise the 
problem 
 *  *  
Ignorance of treatment 
available 
 *    
Unable to share problems  *    
Dissatisfaction with 
treatment services 
    * 
Source: Developed for this study 
As shown in Table 2.4, problem denial and shame were identified as major 
barriers to help-seeking in problem gambling studies among young Australian men. 
McMillen, et al. (2004) explained that problematic gamblers often feel the shame 
associated with not being able to control their own gambling behaviour. Having to 
seek help then further accentuates the shame, indicating one’s inability to control 
one’s life. This is consistent with the male gender role conflict literature, where 
admitting one’s inability to handle one’s problem and help-seeking are in conflict 
with the learned attitudes and behaviours of men about the importance of self-
reliance, physical toughness, and emotional control (Chapple, Ziebland, & 
McPherson, 2004; Levant & Pollack, 1995; Real, 1997). Moreover, this barrier is 
similar to the help-seeking behaviours of adolescents in the academic context where 
the perceived benefits and costs of help-seeking are integral to determining the actual 
performance of the behaviour (Newman, 2002).  
As early as second grade, students’ perceived costs of help-seeking are 
heightened when they have negative past experiences with teachers who were 
unwilling to help, need for peer approval, and need to protect their self-worth (Ryan 
& Midgley, 1997). This perceived exchange becomes increasingly complex as 
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students grow older and can still be seen in young people, where their perceived 
costs of help-seeking are predominantly the fear of being perceived as helpless 
(shame) (Newman, 2002). As a result, this fear of shame may be pushing young 
Australian men to choose an alternative coping behaviour, such as problem denial 
and self-reliance, as supported by Table 2.4. Given this, shame is identified as a 
potential major barrier to the help-seeking behaviour of those suffering from 
problematic online gaming.  
Regarding problem denial, in a recent Internet addiction study, it was also 
discovered that Taiwanese college students with Internet addiction were more likely 
to use the Internet excessively when they encountered stress. They tended to spend 
more time on Internet websites, gaming, and chatting online. This may compromise a 
young person’s ability to manage stress effectively in real life (Chou et al., 2015). 
However, there are insufficient studies examining how and why some people 
choose to deny their problematic behaviour. This may be because most studies that 
identified this barrier were conducted on respondents who were currently in 
treatment, had previously sought treatment, tried to change their problematic 
behaviour, or self-reported concerns about gambling (Nett & Schatzmann, 2005; 
Pulford, et al., 2009a). Consequently, one would expect that the majority had already 
recognised and admitted that gambling posed problems for them, and thus, the 
barrier was not further explored. To address this gap, it was proposed by Suurvali, 
Cordingley, Hodgins, and Cunningham (2009) that in-depth qualitative studies 
should be conducted with those suffering from problematic behaviours who 
recognise their difficulties when overcoming their problematic behaviour, and 
especially those who have tried to overcome it. This should reveal the underlying 
reasons behind problem denial and how it can be overcome. 
2.5.3 Self-reliance 
As previously identified in Table 2.4, desire to handle problems on their own is 
another strong barrier to help-seeking among men. In rural areas where there is a lack 
of mental health services access, rural residents are often unsure about what mental 
well-being means and from whom to seek help when facing mental health issues. 
Instead, they associate mental health with severe psychiatric disability or ‘insanity’ 
that requires hospitalisation and is largely irremediable (Fuller, Edwards, Procter, & 
Moss, 2000; Link, Struening, Rahav, Phelan, & Nuttbrock, 1997). Young men in 
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particular were found to be unclear regarding what mental well-being is, and thus 
having difficulty recognising emotional symptoms of mental health issues and how 
to deal with them (Chapple, et al., 2004; Keyes, 2007). Another risk discovered was 
that when searching online for mental health information, while an empowering 
process, less scrutiny were given by young adolescent males into accessing the 
quality material found online which puts them at risk of misdiagnosis or choosing an 
inappropriate treatment option (Best, Gil-Rodriquez, Manktelow & Taylor, 2016). 
This reveals the importance of mental health literacy among young people that could 
be a key barrier to problem recognition, given that failure to recognise the need for 
help and difficulty in identifying symptoms of mental illness has been a predominant 
barrier across most help-seeking studies (Gulliver, et al., 2010). This inability to 
recognise their poor mental health symptoms and the severity of them is preventing 
young people from recognising their problematic behaviours, and therefore impeding 
their decision to seek help.  
In an urban Australian study undertaken by Evans and Delfabbro (2005), there 
was little evidence that problem gamblers failed to seek help due to a lack of 
knowledge of services. Instead, people who used self-help methods displayed a 
greater reluctant to seek help. This was posited to be due to fears of being told not to 
gamble, whereas their personal goal was to gamble in moderation or at least in 
control (Miller & Kurtz, 1994). This is an notable phenomenon, as the similarity 
between recovery without formal treatment and treatment-assisted recovery are the 
changes in the individual’s environmental context (decreased negative and increased 
positive events), though treatment may facilitate positive life changes (Tucker, 
Vuchinich, & Pukish, 1995). Similarly, recent gambling studies (Gainsbury, et al., 
2014; Suurvali, Hodgins, Toneatto, & Cunningham, 2012) have found that 
knowledge of existing mental health services was not sufficient to motivate gamblers 
to seek help, though it may provide some benefits in reducing the inhibitors of help-
seeking. Instead, increasing evidence has indicated that providing and promoting a 
range of self-help strategies may increase help-seeking by gamblers, who may 
consider non-traditional options such as Internet-based treatments, such as online 
professional and self-help programs, which have been proven effective in reducing 
symptom severity and increasing positive outcomes (Carlbring & Smit, 2008; 
Gainsbury & Blaszczynski, 2011).  
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Powell (1987) argued that it is potentially misleading to classify forms of 
assistance into neat dichotomies, such as professional (help-seeking) versus self-help 
(self-reliance). This is because many problem gamblers will attempt both self-help 
methods and professional mental health services. In an older Australian problematic 
gambling study (NCETA, 1998), most respondents did not perceive self-help and 
professional mental health services to be mutually exclusive. Instead, they were 
viewed as laying on a continuum and were potentially complementary. Some 
identified forms of self-help methods included peer counselling (use of other active 
gamblers to teach self-control), self-banning from gambling venues, and the 
utilisation of self-help manuals, books, online content, and tapes. These self-help 
techniques were later proven to reduce the severity of gambling, and in some 
instances, led to abstinence in a three group randomised control study (Hodgins, 
Currie, & el-Guebaly, 2001). However, given that there is a lack of research into 
self-help coping behaviour, more research is required to examine how young men are 
perceiving and using self-help techniques (Evans & Delfabbro, 2005; Gainsbury, et 
al., 2014).  
Hence, this reveals two critical issues that social marketers must address. First, 
the need to raise young men’s awareness that help-seeking is an alternative coping 
behaviour as opposed to merely problem denial and self-reliance. Second, it is 
important to identify and address key motivators and inhibitors that will encourage 
young Australian men to seek help. However, it still remains unclear as to why those 
experiencing problematic behaviours would still prefer problem denial and self-
reliance in comparison to help-seeking.  
To address these two research gaps, this research explores: (1) competing 
behaviours to help-seeking that young Australian men use to address their 
problematic online gaming, (3) why they chose that coping behaviour as opposed to 
help-seeking and (2) whether that coping behaviour(s) was successful. Furthermore, 
Rickwood, et al. (2005)  recommended the need for an explanatory focus that aims to 
identify and understand the individual predictors of the help seeking behaviour. 
Hence, to answer the overarching research question, the following research 
component were answered using qualitative interviews:  
 RQC3:  What are the competing behaviours to help-seeking undertaken by 
young Australian male problematic online gamers aged 18-25 years old? 
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o RQC3.1: Why are those coping behaviours chosen? 
o RQC3.2: How successful are the chosen coping behaviours for 
managing problematic online gaming? 
The following chapter examines the help-seeking behaviour identified in the 
behavioural addiction literature to evaluate an appropriate theory to examine help-
seeking, and identify the key motivators and inhibitors of help-seeking behaviour and 
the research gaps within it. 
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Chapter 3: Study One Research Design 
3.1 INTRODUCTION 
Chapter 2 explained the theoretical foundation of the research and determined 
three sub-research questions to answer the overarching research question of “What 
influences young Australian men aged 18-25 years old to engage in help-seeking 
behaviour to overcome problematic online gaming?”. All three research questions 
aim to investigate the help-seeking theory to derive the triggers of problem 
recognition, competing coping behaviours to help-seeking, and finally, to investigate 
the predictive power of the MGB towards intentions to help-seek.  
This chapter discusses the methodology for the quantitative web-based survey 
used to answer RQC1 and the use of Structural Equation Modelling (SEM) to test the 
proposed revised model of the Model of Goal-directed Behaviour. Section 3.2 
presents the research paradigm used to address the overarching research question and 
its components. Section 3.3 provides the justification for the research design, while 
Section 3.4 outlines the ethical considerations undertaken by this research. Next, 
Section 3.5 develops the hypotheses tested in Study One. Section 3.6 discusses the 
methodology undertaken to collect the data from an appropriate sample and finally, 
Section 3.7 outlines the data analysis used to clean and prepare the data for structural 
equation modelling (SEM). To provide an overview of the methodology of all three 
studies for this research, Table 3.1 outlines the overview of the research plan.  
  
 Chapter 3: Study One Research Design 45 
Table 3.1 Overview of Research Plan 
Research Gaps Research 
Questions 
Research 
Components 
Methodolog
y 
Few researchers have examined 
help-seeking in the problematic 
behaviour context such as 
gambling and online gaming. 
Instead, predominant studies 
have examined intention to seek 
help in various types of 
difficulties, such as academic 
and interpersonal coping 
(Cellucci, et al., 2006). 
RQC1: To what 
extent does the 
revised MGB 
explain the help-
seeking 
behaviour in the 
problematic 
online gaming 
context? 
RCQ1.1 What are the 
motivators and 
inhibitors that impact 
on help-seeking 
behaviour for young 
Australian male 
problematic online 
gamers aged 18-25 
years old? 
 
Study 1: 
Quantitative 
- 
self-
administered 
web-based 
surveys 
Few studies have examined the 
reasons why young people seek 
help when dealing with 
problematic behaviours and the 
factors that impede them from 
doing so (Pulford, et al., 2009b). 
It is unclear whether cost of 
time, socialising, personal 
health, and social influence may 
be potential motivators for 
problematic online gamers to 
seek help.  
Given that there is scarce help-
seeking research in the 
problematic online gaming 
context, it remains unclear 
whether shame, lack of 
knowledge of available 
professional mental health 
services, or any of the identified 
barriers are key inhibitors to 
help-seeking for problematic 
online games.  
There are inconsistent and 
insufficient understandings as to 
the type of incidents and social 
influences that trigger problem 
recognition for those with 
problematic behaviours (Barber, 
2002; Hodgins & el-Guebaly, 
2000). 
RQC2: How do 
young 
Australian men 
aged 18-25 
years old 
recognise their 
problematic 
online gaming? 
RQC2.1 What are the 
incidents that trigger 
problem recognition in 
young Australian male 
problematic online 
gamers aged 18-25 
years old? 
Study 2: 
 
Qualitative - 
critical 
incident 
technique 
 
RQC2.2 How do 
social influences affect 
problem recognition 
for problematic online 
gaming? 
Most psychotherapeutic 
research does not articulate the 
means by which individuals 
come to use the process of 
choosing to seek help 
(Prochaska & DiClemente, 
RQC3: What 
are the 
competing 
behaviours to 
help-seeking 
undertaken by 
RQC3.1 Why are 
those coping 
behaviours chosen? 
Study 3: 
 
Qualitative - 
in-depth 
interviews 
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1982). young 
Australian male 
problematic 
online gamers 
aged 18-25 
years old? 
There is a lack of research into 
self-help coping behaviour, 
making the concept difficult to 
operationalise and classify 
(Evans & Delfabbro, 2005).  
RQC3.2: How 
successful are the 
chosen coping 
behaviours for 
managing problematic 
online gaming? 
 
There are a lack of studies 
examining how and why some 
people choose to deny their 
problematic behaviour. 
 
3.2 RESEARCH PARADIGM  
Research paradigms are sets of basic beliefs that define the nature of the world 
(Deshpande, 1983), and provide the philosophical framework for the researcher to 
operate within (Healy & Perry, 2000). They delineate how the research should be 
designed, implemented, and interpreted (Perry, Riege, & Brown, 1999). In social 
science, four main research paradigms are classified: positivism, realism, critical 
theory, and constructivism (Guba & Lincoln, 1994). Within each paradigm, three 
elements of philosophical assumptions are considered: ontology, epistemology, and 
methodology (Guba & Lincoln, 1998). Table 3.2 depicts the philosophical 
assumptions that support the four different paradigms of social science. 
Table 3.2 Overview of Philosophical Paradigms 
 Paradigms 
Item Positivism Realism Critical theory Constructivism 
Ontology Naïve 
realism: 
Reality is real 
and 
apprehensible. 
Critical realism: 
Reality is “real” 
but only 
imperfectly and 
probabilistically 
apprehensible 
and so 
triangulation 
from many 
sources is 
required to try to 
know it. 
Historical realism: 
“Virtual” reality is shaped 
by social, economic, 
ethnic, political, cultural, 
and gender values, 
crystallised over time. 
Critical 
relativism: 
Multiple local and 
specific 
“constructed” 
realities. 
Epistemology Objectivist: 
Findings are 
true. 
Modified 
objectivist: 
Findings are 
probably true. 
Subjectivist: 
Value mediated findings. 
Subjectivist: 
Created findings. 
Methodology Experiments/ 
surveys: 
Verification 
of hypotheses: 
chiefly 
quantitative 
methods. 
Case studies/ 
convergent 
interviewing: 
Triangulation, 
interpretation of 
research issues 
by qualitative 
Dialogic/ 
Dialectical/ethnographies: 
Researcher is a 
“transformative 
intellectual” who changes 
the social world within 
which participants live. 
Hermeneutical/ 
dialectical/ 
Grounded theory: 
Research is a 
“passionate 
participant” within 
the world being 
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and quantitative 
methods, such as 
structural 
equation 
modelling. 
investigated. 
Source: Healy and Perry (2000) based on Guba and Lincoln (1994) 
 
As shown in Table 3.2, this research sits within the realism paradigm where its 
ontology aims to understand a complex phenomenon of how young Australian men 
recognise their problematic online gaming and engage in help-seeking behaviour to 
overcome it (Godfrey & Hill, 1995). This epistemology regards all findings to be true 
until proven false by subsequent research (Lincoln & Guba, 2000). To triangulate 
comprehensive findings, the realism methodology states the need for a mixed 
methodology (Perry, et al., 1999). Hence, in adherence to the realism methodology, 
both qualitative and quantitative techniques are used in this research to answer the 
three research questions (Johnson & Onwuegbuzie, 2004; Tashakkori & Teddlie, 
2010).  
3.3 RESEARCH METHODS JUSTIFICATION 
Quantitative methods focuses on providing quantifiable findings of 
relationships between variables (Lieber, 2009) and is more generalisable and 
representative of the population (Carey, 1993). They are typically used when there is 
sufficient understanding of a research problem (Black, 1999). Given that this 
research aims to provide generalisable findings on the key motivators and inhibitors 
of help-seeking, quantitative methods were deemed the most appropriate. 
Furthermore, the use of qualitative methods also helped to generalise and triangulate 
findings in the following two qualitative studies. The mixed methods sequential 
explanatory design was used where quantitative research was followed by qualitative 
research (Creswell et al., 2003). Using this design will allow the research to gain a 
robust exploration of the quantitative results (Ivankova, Creswell & Stick, 2006) 
which in this case, are the inhibitors and motivators of help-seeking. Hence, a self-
administered web-based survey was used in Study One to examine the RQC1. 
 Qualitative methods on the other hand, are generally used when there is little 
prior understanding about a research problem. They seek to generate richer 
understanding of the human experience (Lieber, 2009) instead of representation of 
the population (Reid, 1996). In the help-seeking, coping, and problem recognition 
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literature, there is insufficient understanding of how young Australian men recognise 
their problematic online gaming behaviour, seek help to overcome it, and existing 
competing coping behaviours to help-seeking. Hence, qualitative methods were 
determined to be an appropriate methodology to address these research gaps. Two 
qualitative techniques of a critical incident technique and in-depth interviews were 
used to answer the overarching research question and its components, RQC2 and 
RQC3.  
3.4 ETHICAL CONSIDERATIONS 
Ethics define what is or is not legitimate to do and the moral research 
procedures (Malhotra, Hall, Shaw, & Oppenheim, 2006). Many ethical issues arise 
from the imbalance between the pursuit of scientific knowledge and the rights of 
those being studied or others in society (Neuman, 2006). In order to avoid or resolve 
these issues, several ethical considerations were undertaken in this research.  
Informed consent is an essential ethical consideration that establishes the 
needed for trust in order for the research to proceed in an ethical manner (Munhall, 
1988). It implies that participants must have adequate comprehensive information 
regarding the research to provide informed consent or decline to participate in the 
research voluntarily (Polit & Hungler, 1999). Additionally, it is the researcher’s 
responsibility to ensure the confidentiality of data collected from participants to 
safeguard their privacy. To achieve this, an integral part of research governance 
states the requirement to obtain an independent scientific and ethical review of the 
proposed research (Walker, 2007). Hence, prior to beginning the studies, official 
university ethical clearance was sought and received from the QUT Human Research 
Ethics Committee – Approval Number 1400000415.  
To instigate informed participant consent, a respondents’ information cover 
sheet was presented to the participants prior to the interviews or survey that included 
the study’s ethical approval number, the researcher’s contact information, a brief 
description of the study and the confidentiality, risks and expected benefits 
associated with the study. Furthermore, participants were informed that their 
participation would be voluntary and were able to withdraw at any time during the 
interview or survey. To ensure the confidentiality of data collected from participants, 
only the chief investigator and the supervisor of this research handled the data and 
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the data were stored in a secured singular locked location within the QUT campus. 
To ensure the anonymity of participants and be free from social desirability bias, no 
identification questions were asked (Malhotra, et al., 2006).   
This chapter presents the findings of Study One, which aimed to quantitatively 
examine the extent to which the model of goal-directed behaviour (MGB) (Perugini 
& Bagozzi, 2001) explains help-seeking behaviour.  
3.5 HYPOTHESIS & MODEL DEVELOPMENT 
Behavioural theories such as the Theory of Reasoned Action (Fishbein & 
Ajzen, 1975) and Theory of Planned Behaviour (Ajzen, 1985) are common theories 
used to understand and examine people’s behaviour towards performing a behaviour. 
However, a key limitation to these theories lies in their lack of consideration to a 
variety of factors that may also interfere with conducting the desired behaviour. This 
relates to theory broadening. Perugini and Bagozzi (2001) took a theory deepening 
approach in developing the model of goal-related behaviour (MGB) to introduce new 
variables that explain how existing predictors function to influence intentions. In 
particular, they discovered that the TPB does not take into account that people can 
engage in a behaviour for the purpose of personal goal-attainment or are influenced 
by emotions on intentions to perform the behaviour (Perugini & Bagozzi, 2001). The 
MGB was therefore selected as an appropriate model for this study.  
According to the MGB, desire is postulated to increase the formation of 
intentions and transforms the motivation content to conduct behaviour (Perugini & 
Bagozzi, 2001). This is because while attitude, subjective norms, and perceived 
behavioural control provide reasons for one’s behaviour, they do not incorporate 
explicit motivational reasons needed to induce an intention to act. Hence, in this 
study, the following hypotheses were proposed:  
 H1: Behavioural desire meditates the effect of reasons to act on intention to 
seek help. 
 H2: Behavioural desire positively influences intention to seek help.   
It is important to note that behavioural desire is distinct from goal desirability. Goal 
desirability is another construct recently added to the eMGB, where it is described as 
the link between one’s goals and intentions and presents another factor that 
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contributes to the 30% increased variance more than the TPB (Prestwich, et al., 
2008). Prestwich et al. (2008) argued that relying on one’s intentions to guide 
behaviour is not enough; however, one’s desire to achieve an overarching goal will 
be influential. This was supported by Prestwich et al.’s (2008) finding that holding a 
strong goal desire did indeed positively improve the link between intentions and 
behaviour. It is proposed in this study for mediation between the MGB constructs 
and intention and the mediation between behavioural desire and intention. This is 
supported in Prestwich, et al. (2008) empirical paper that proposed the inclusion of 
goal desires in increasing the prediction of intentions and actual behaviour. They 
postulated that if goal desires consistently moderate the intention-behaviour 
relations, then goal desires should be considered to be more than a predictor of 
behavioural desires within the MGB and given a more proximal influence in the 
prediction of behaviour (Prestwich, et al. (2008). In reference to the original MGB 
paper by Perugini and Bagozzi (2001), these authors pointed out that the target 
behaviour is instrumental to goal achievement; hence, the specification of desire is 
relative to the performance of a given behaviour because it is conducive to goal 
attainment. In other words, when an individual chooses to seek help, it is because 
seeking help is an important behaviour, conducive to achieving their goal of 
overcoming/managing their problematic online gaming. Thus, making it distinct 
from behavioural desire that relates to the general desire to seek help. Goal 
desirability will be discussed later in this section.  
According to the TRA, attitude refers to the degree to which a person has a 
favourable or unfavourable evaluation towards performing the target behaviour 
(Fishbein & Ajzen, 1975). While subjective norm is a person’s perception that 
important members of one’s social network think they should or should not perform 
the behaviour (Fishbein & Ajzen, 1975). It has been proven in various studies to be a 
significant predictor of behavioural intention through attitude as a mediator (Fishbein 
& Ajzen, 1975; Yeon & Murat, 2016). The TPB later included perceived behavioural 
control to the model to measure one’s actual control and contribute to the prediction 
of the desired behaviour (Ajzen, 1991b). Hence, in accordance to the TRA and TPB, 
the following hypotheses were made in this study: 
 H3: Attitude positively influences the desire to seek help. 
 H4: Subjective norm positively influences the desire to seek help.  
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 H5: Perceived behavioural control positively influences the desire to seek 
help. 
A key addition to the MGB was the addition of anticipated emotions to the 
TPB model. In Allen and Bennett (2010) research, they discovered that anticipated 
emotions influenced the behavioural expectations that one would commit. Shadfar 
and Malekmohammadi (2013) later identified 17 emotions in relation to the 
participants anticipated emotions as a consequence of successful or failed goal 
attainment. Hence, in line with the MGB, this study aimed to examine whether the 
anticipated emotions of help seeking to overcome problematic online gaming had an 
influence on an individual’s intentions to seek help. To achieve this, the following 
hypotheses were proposed. 
 H6: Positive anticipated emotions will positively influence the desire to seek 
help. 
 H7: Negative anticipated emotions will positively influence the desire to seek 
help. 
As mentioned before, it is postulated that if goal desires consistently moderate the 
intention-behaviour relations, then goal desires should be considered to be more than 
a predictor of behavioural desires within the MGB and given a more proximal 
influence in the prediction of behaviour (Prestwich, et al. (2008). It is possible for 
mediation between the MGB constructs and intention and the mediation between 
behavioural desire and intention.  It was therefore proposed in this study that: 
 H8: Goal desire will positively influence the intention to seek help.  
 H9: Goal desire meditates the effect of reason to act on intention to seek help. 
In the self-regulation literature, it is theorised that individuals with low 
generalised self-regulatory capacity will be less capable of developing adaptive goals 
and monitoring their current status towards those goals compared to individuals with 
higher self-regulatory capacities. Individuals with lower self-regulatory capacities 
will also prefer activities with immediate gratification (Hustad, Carey, Carey, & 
Maisto, 2009). Thus, the following hypothesis was proposed in this research: 
 H10: Self-regulation will positively influence the goal desire to overcome 
problematic online gaming.  
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It is important to note that in this study, two key constructs of MGB were 
excluded from the study: the recency of past behaviour and frequency of help-
seeking. Recency of past behaviour was not considered, because the study focused 
on behavioural intention to seek help for problematic online gaming and not on the 
actual behaviour. This has been similarly justified in other behavioural studies using 
the MGB (Song, You, Reisinger, Lee, & Lee, 2014). Frequency of help-seeking 
behaviour was also not included in this study, as it has been found to be an 
insignificant predictor of behavioural intentions across a variety studies and is not 
relevant to behaviours that are novel to the respondents; hence, this also warranted its 
exclusion in other studies (Fry, et al., 2014; Schuster, Drennan, & Lings, 2015). 
In summary the following table concludes all of the hypotheses in this study, 
while Figure 3.1 shows the proposed conceptual model of this study. The hypotheses 
in this study were analysed using statistical equation modelling (SEM). 
Table 3.3 Summary of Hypotheses 
Proposed 
Hypothesis 
 
H1 Behavioural desire meditates the effect of reasons to act on intention to 
seek help. 
H2 Behavioural desire positively influences intention to seek help.   
H3 Attitude positively influences the desire to seek help. 
H4 Subjective norm positively influences the desire to seek help.  
H5 Perceived behavioural control positively influences the desire to seek 
help. 
H6 Positive anticipated emotions will positively influence the desire to 
seek help. 
H7 Negative anticipated emotions will positively influence the desire to 
seek help. 
H8 Goal desire will positively influence the intention to seek help.  
H9 Goal desire meditates the effect of reasons to act on intention to seek 
help. 
H10 Self-regulation will positively influence the goal desire to overcome 
problematic online gaming. 
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Figure 3.1. Proposed Conceptual Model 
(Source: Developed for this study) 
3.6 METHOD 
For this research, this first study aimed to achieve a national summary of help-
seeking behaviour and its motivators and inhibitors among young Australian men 
(18-25 years old).  Hence, a web-based quantitative survey was used in this study to 
achieve this objective.  
3.6.1 Data Collection Framework 
Surveys are the systematic process of gathering statistical information directly 
from a large sample (Martin, 2000). It is the most widely used data collection 
technique in the social sciences (Martin, 2000; Neuman, 2006) because it assists 
researchers to obtain statistical information through a series of questions 
(Riffenburgh, 2012) that measure the strength of the respondents’ attitudes, 
perceptions, views, and opinions (Black, 1999). Importantly, it is also consistent with 
the research focus to identify key motivators and inhibitors of help-seeking towards 
overcoming problematic online gaming. Furthermore, it follows the realism 
Attitude 
Subjective 
norms 
Perceived 
behavioural 
control 
Positive 
anticipated 
emotions 
Negative 
anticipated 
emotions 
Self-regulation 
Goal desire 
Behavioural 
desire 
Intentions 
H9 
H3 
H4 
H5 
H6 
H7 
H10 
H1 
H2 
H8 
 54 Chapter 3: Study One Research Design 
methodology, which aims to make quantifiable and generalisable findings (Crotty, 
1998; Guba & Lincoln, 1998). A web-based survey was used as it could achieve 
reduced response times (Cho & LaRose, 1999; Dommeyer & Moriaty, 2000), lower 
costs (Weible & Wallace, 1998), lower respondent error (Couper, 2000), and higher 
response rates (McDonald & Steward, 2003) as compared to the other modes (e.g. 
mail-based surveys).  
3.6.2 Sampling Strategy 
The target population for this study was: (1) young Australian men between the 
ages of 18-25 years old, who: (2) were currently in Australia, (3) played or had 
played MMORPGs, and (4) had an email address. The survey was distributed 
nationwide (Australia) through a purchased research panel that provided the study’s 
sampling frame. Purposive sampling was used to achieve geographical 
representativeness to Australian population distribution of young Australian men 
according to states and territories (Etikan, Musa & Alkassim, 2016). As multivariate 
statistical analysis (SEM) was used, it was recommended that a sample size of 200 
should be sufficient (Bandalos, 2014; Nevitt & Hancock, 2001; Tabachnick & Fidell, 
2007). Table 3.4 depicts the sample size determinants for this study. 
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Table 3.4 Sample Size Determinants 
Source:  Malhotra, Hall, Shaw & Oppenheim (2006) 
 
Screening questions were also used to gather key demographic data about the 
respondents to profile the sample and also to identify respondents who were eligible 
to be included in the study. Included in the screening questions were the Model of 
Goal-directed questionnaire (Appendix A), the POGQ-SF (Appendix B) and Stages 
of Change scale (Appendices C & D). After being screened, participants were asked 
to complete the General Help-Seeking (Appendix E), Self-Regulation questionnaires 
(Appendix F) and demographic questions (Appendix G). This was undertaken to 
categorise respondents with problematic online gaming and which stages of change 
they were in. To ensure the anonymity of participants and be free from social 
Factors Description Application to this study 
Importance of the 
decision 
The greater the importance of the 
research, the larger the sample is 
required to be, though at a greater cost. 
As this study has academic and 
managerial implications, it was 
considered important.  
Nature of the 
research 
Sample size varies on the type of 
research design. Descriptive research 
requires a larger sample as compared to 
exploratory research. 
Since this study is descriptive in 
nature, it required a large sample.  
Number of variables The larger the number of variables, the 
larger the sample required.  
According to Green (1991), a 
simple rule for determining 
sample size is N ≥ 50 + 8m 
(where m is the number of 
predictor variables). Since there 
are nine variables in the proposed 
empirical model, a sample size of 
122 and above was required.  
Nature of the 
analysis 
If multivariate techniques are utilised, a 
larger sample is required. 
Multivariate techniques were 
utilised in this study. Tabachnick 
& Fidell (2007) recommended 
that a sample size of 200 should 
be sufficient. 
Sample sizes used in 
similar studies 
The average sample size used in similar 
studies should estimate the sample size 
required.  
A sample size of above 150 was 
used in similar studies (Hodgins, 
Makarchuk, el-Guebaly, & Peden, 
2002; Ladouceur, Sylvain, & 
Gosselin, 2007). 
Resource constraints Money and time limit the sample size in 
any marketing research project. 
This was an inevitable factor in 
this study, however, it was 
limited due to the fast response 
rate of a web-based survey 
(Black, 1999; Cho & LaRose, 
1999; Richardson, 2005).  
 56 Chapter 3: Study One Research Design 
desirability bias, no identification type questions were asked (Malhotra, et al., 2006). 
Furthermore, de-identification of respondents on transcripts and coding ensured 
anonymity.  
3.6.3 Data Analysis 
To analyse the data, structural equation modelling (SEM) was conducted using 
the SPSS v19 and AMOS programs. SEM is an advanced multivariate technique that 
estimates the linear relationships between multiple independent and dependent 
constructs (Babin & Svensson, 2012). It was deemed suitable for analysing the 
quantitative data, as this study aimed to identify and analyse the effects of key 
motivators and inhibitors of help-seeking. The AMOS software was chosen to 
conduct the SEM due to its user-friendly program that is appropriate for both novice 
and advanced researchers as compared to LISREL that is more suitable for analysing 
more complex research designs (Clayton & Pett, 2008). Since both softwares have 
been proven to provide similar results, this study will use the AMOS software due to 
its user-friendliness.    
Reliability and content validity were established through the use of validated 
scales that met the recommended minimum coefficient values and assumptions of 
multivariate analysis (Zikmund, 2003). However, to further add robustness to the 
data, further data cleaning involving an assessment of normality; test of linearity, 
homoscedasticity, and multicollinearity; and finally exploratory factor analysis. Such 
data cleaning was recommended to ensure a successful analysis for SEM (Hair, 
Black, Babin, Anderson, & Tatham, 2006). To establish construct validity, 
confirmatory factor analysis (CFA) was performed to analyse chi-square difference 
tests, the size of factor loadings, and the estimates for trait correlations (Bagozzi & 
Phillips, 1982). 
3.7 ANALYSIS  
3.7.1 Data Cleaning 
A total of 349 responses were collected with a response rate of 81.3%. Data 
was first screened for missing responses in the descriptive variables of qualification 
and employment, resulting in the deleting of two responses (n=347).  
Assessment of normality. To test for univariate normality, the Kolmogorov-
Smirnov (KS) and Shapiro-Wilk analysis were performed where significant deviation 
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from normality for all of the variables was observed (p< .05 (two-tailed)). However, 
as the sample size of the data was above 30, normality was assumed to be due to the 
high sensitivity of the KS to extreme values (Peat & Barton, 2005) thus SEM could 
be conducted. Bootstrapping was also used in the AMOS analysis to get around the 
issue of non-normal data (Preacher & Hayes, 2004).  
Outliers were also screened in the data set. To test for univariate outliers, each 
item and construct were first standardised and any cases with scores above ±3.29 (p 
< .001) were considered potential univariate outliers, in line with Tabachnick and 
Fidell’s (2007) recommendations. No potential univariate outliers were identified in 
this study.  
To test for multivariate outliers, the Mahalanobis distance (D²) was calculated 
and compared against the critical chi-square (x²) value for df = 7 at p < .001, which 
was 24.32. A scree-plot of the Mahalanobis distance is provided in Figure 3.2 to 
reveal the 10 responses that were over 24.32. Hence, they were removed from the 
data, leaving the final sample size at 337.  
 
 
Figure 3.2. Scatter plot for Mahalanobis distance 
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Tests of linearity, homoscedasticity, and multicollinearity. The scatterplot 
of standardised residuals was used in this study to detect any clear patterns of 
linearity and homoscedasticity (Neuman, 2006). Linearity refers to the degree to 
which change in the dependent variables is associated with the predictor variables 
(Cohen & Cohen, 1983). Homoscedasticity refers to when the dependent variables 
display equal levels of variance across the range of predictor variables (Berry & 
Feldman, 1985; Cavana, Delahaye, & Sekaran, 2001). As shown in Appendix M and 
N no clear patterns were matched with Allen and Bennett’s (2010) examples of non-
linearity and non-homoscedasticity. Hence, it was established that conditions for 
homoscedasticity and linearity were not violated in this study (Hair, et al., 2006).  
With regards to multicollinearity, Myers (1990) stated that variance inflation 
factor (VIF) values less than 5.00 indicates that multicollinearity was not a threat to 
this study. While, Menard (2002) claimed that predictor variables with tolerance 
values above 0.20 are not causes for concern, as they indicate the absence of 
multicollinearity. Hence, (as shown in Appendices M, N, O) all of the tolerance 
values for the predictor variables were above 0.20 and less than 5.0. Thus, 
multicollinearity was not issue in this study.  
In conclusion, before analysing the data with SEM, this section outlined how 
the data was checked for multivariate outliers, linearity, homoscedasticity, and 
multicollinearity, and was accordingly cleaned. Thus, preparing it to be fit for the 
SEM analysis outlined in the next chapter.   
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Chapter 4: Study One Findings 
4.1 INTRODUCTION 
Chapter 3 outlined the research design of Study One and justified the adoption of a 
web-based quantitative survey. Structural equation modelling (SEM) was justified to be a 
suitable analysis technique where the data was also cleaned to arrive at a final sample size of 
337. This chapter elaborates on the exploratory and confirmatory factor analyses conducted 
to test the suitability of the data to achieve model fit, a requirement for SEM. The findings 
are also reported in this chapter, while its discussion is described in Chapter 7.  
4.2 SAMPLE DESCRIPTION 
The final sample size after cleaning the data was 337; thus, meeting the minimum 
requirement (n=200) for SEM (Bandalos, 2014; Nevitt & Hancock, 2001; Tabachnick & 
Fidell, 2007). Kline (1998) also suggests that in the context of confirmatory factor analysis, 
N:q values in the range of 10:1 (10 per one measured variable would be appropriate). As 
there are nine variables in the study’s proposed conceptual model, the sample of 337 is above 
the sample size of 90 recommended by Kline (1998). Table 4.1 depicts the distribution of 18-
25 year old Australian males currently living in Australia. According to the table, the 
geographic distribution of the sample was compared alongside the population distribution and 
was approximated to share similar percentages in some states except the Australian Capital 
Territory, New South Wales and Queensland.  
The sample also included a higher percentage of young Australian males with high 
school qualifications (40.4%) and a good mix of young Australian males who were currently 
working full-time (26.4%), casual/part-time (24.0%), students (38.9%) or unemployed 
(10.7%). This is slightly similar to the Australian population where 32.1% of young males are 
in full-time study while 39.7% are full time employment. However full representativeness of 
the population was not able to be achieved. 
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Table 4.1 Sample Characteristics 
Residence Population Sample 
 Number Percentage Number Percentage 
Western Australia 328,981 11.19% 30 8.90% 
Australian Capital 
Territory 
53,325 1.81% 22 6.53% 
North Territory 36,182 1.23% 1 0.30% 
New South Wales 919,382 31.27% 92 27.30% 
Queensland 599,752 20.40% 87 25.82% 
South Australia 205,753 7.00% 23 6.82% 
Tasmania 60,636 2.06% 9 2.67% 
Victoria 735,703 25.02% 73 21.66% 
TOTAL   337  
Source: Australian Bureau of Statistics (ABS., 2015) 
 
4.3 EXPLORATORY FACTOR ANALYSIS 
To establish the factor structure of this study, exploratory factor analysis (EFA) was 
conducted to explore the possible underlying factor structure of a set of observed variables 
(Tabachnick & Fidell, 2007). This ensured that the items used were measuring what they 
should be measuring. Though the study used established scales, the EFA was conducted to 
ascertain robustness and the most parsimonious factor structure without imposing an a priori 
structure on the factors (Thompson, 2004). Confirmatory factor analysis (CFA) was then 
conducted to verify the factor structure of the set of observed variables.  
As this study used already established items, the EFA was conducted using principal 
component analysis (PCA) to extract the important information from the data to develop a 
reduced set of components between the nine underlying variables that could account for all of 
the common and unique variances of the model (Allen & Bennett, 2010; Hair, Black, Babin, 
& Anderson, 2010). A direct oblim rotation was used to produce factors that were correlated 
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and allow error between them (Allen & Bennett, 2010; Hair, et al., 2010; Lorr, 1957). This 
prepared the data for the CFA.  
The Kaiser-Meyer-Olkin (KMO) measure of sampling adequacy was used to report the 
amount of variance between the variables that could be explained by the factors, with the 
KMO cut-off value being 0.50 and above. Barlett’s test of sphericity was also performed to 
indicate how useful the data was for factor analysis and to test for heteroscedasticity, where 
its significant level was .00 (Allen & Bennett, 2010; Netermeyer, Bearden & Sharma, 2003). 
Construct reliability was also tested in this study through the evaluation of each construct’s 
Cronbach’s alpha coefficient (α), which was required to be above .70 to ensure internal 
consistency. 
4.3.1 Behavioural Desire 
To investigate the underlying structure of the three-item questionnaire for respondents’ 
desire towards seeking help to overcome their problematic online gaming, the items were 
tested with the PCA with direct oblim rotation. All assumption checks were performed, 
ensuring the data was ready for analysis. The KMO result for this construct was .77, which 
was above the acceptable threshold of above .50, and the Bartlett’s test of sphericity was 
significant (Allen & Bennett, 2010); thus, rendering this data set suitable for factor analysis. 
The reliability of this construct was also achieved, as it was above .70 (Nunnally, 1976). One 
factor (with eigenvalues exceeding 1) was identified as underlying the three questionnaire 
items. In total, this factor accounted for around 93.21% of the variance in the questionnaire 
data. Tables 4.2 and 4.3 depict these findings. 
 
Table 4.2 Desire’s KMO and Bartlett's Test 
Tests Results 
Kaiser-Meyer-Olkin .77 
Barlett’s test of sphericity .00 
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Table 4.3 Desire’s Factor Loadings 
Scale items Factor loading Mean SD 
I desire to seek help regarding 
managing and/or overcoming my 
problematic online gaming. 
.98 2.63 1.79 
Seeking help for managing and/or 
overcoming my problematic online 
gaming is something I want to do. 
.96 2.62 1.73 
I strongly desire to seek help regarding 
managing and/or overcoming my 
problematic online gaming. 
.96 2.63 1.83 
Eigenvalue 2.80   
% of variance explained 93.21   
Cronbach’s alpha (α)   .96   
 
4.3.2 Attitude 
To investigate the underlying structure of the ten-item questionnaire for respondents’ 
attitude towards seeking help to overcome their problematic online gaming, the items were 
tested with the PCA with direct oblim rotation. All assumption checks were performed, 
ensuring the data was ready for analysis. The KMO result for this construct was .91, which 
was above the acceptable threshold of above .50, and the Bartlett’s test of sphericity was 
significant (Allen & Bennett, 2010); thus, rendering this data set suitable for factor analysis. 
The reliability of this construct was also achieved, as it was above .70 (Nunnally, 1976). One 
factor (with eigenvalues exceeding 1) was identified as underlying the ten questionnaire 
items. In total, this factor accounted for around 62.95% of the variance in the questionnaire 
data. Tables 4.4 and 4.5 depict these findings. 
 
Table 4.4 Attitude’s KMO and Bartlett's Test 
Tests Results 
Kaiser-Meyer-Olkin .91 
Barlett’s test of sphericity .00 
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Table 4.5 Attitude’s Factor Loadings 
 
4.3.3 Intentions 
To investigate the underlying structure of the four-item questionnaire for respondents’ 
intentions towards seeking help to overcome their problematic online gaming, the items were 
tested with the PCA with direct oblim rotation. All assumption checks were performed, 
ensuring the data was ready for analysis. The KMO result for this construct was .86, which 
was above the acceptable threshold of above .50, and the Bartlett’s test of sphericity was 
significant (Allen & Bennett, 2010); thus, rendering this data set suitable for factor analysis. 
Scale items Factor loading Mean SD 
I think that seeking help to manage and/or 
overcome my problematic online gaming 
would be useless/useful. 
.78 4.04 1.86 
I think that seeking help to manage and/or 
overcome my problematic online gaming 
would be ineffective/effective. 
.75 4.02 1.68 
I think that seeking help to manage and/or 
overcome my problematic online gaming 
would be foolish/wise. 
.83 4.24 1.72 
I think that seeking help to manage and/or 
overcome my problematic online gaming 
would be unpleasant/pleasant. 
.74 3.84 1.56 
I think that seeking help to manage and/or 
overcome my problematic online gaming 
would be boring/interesting. 
.80 3.66 1.65 
I think that seeking help to manage and/or 
overcome my problematic online gaming 
would be unenjoyable/enjoyable. 
.77 3.60 1.59 
I think that seeking help to manage and/or 
overcome my problematic online gaming 
would be punishing/rewarding. 
.82 4.02 1.57 
I think that seeking help to manage and/or 
overcome my problematic online gaming 
would be disadvantageous/advantageous. 
.82 4.29 1.58 
I think that seeking help to manage and/or 
overcome my problematic online gaming 
would be stupid/smart. 
.81 
4.08 1.75 
I think that seeking help to manage and/or 
overcome my problematic online gaming 
would be unattractive/attractive. 
.82 
4.02 1.49 
Eigenvalue 6.30   
% of variance explained 62.95   
Cronbach’s alpha (α)   .93   
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The reliability of this construct was also achieved, as it was above .70 (Nunnally, 1976). One 
factor (with eigenvalues exceeding 1) was identified as underlying the four questionnaire 
items. In total, this factor accounted for around 93.08% of the variance in the questionnaire 
data.  Tables 4.6 and 4.7 depict these findings. 
 
Table 4.6 Intentions’ KMO and Bartlett's Test 
Tests Results 
Kaiser-Meyer-Olkin .86 
Barlett’s test of sphericity .00 
 
 
Table 4.7 Intentions’ Factor Loadings 
Scale items Factor loading Mean SD 
Within the next four weeks, I will 
definitely seek help regarding 
managing and/or overcoming my 
problematic online gaming. 
.95 2.32 1.83 
Within the next four weeks, I 
absolutely intend to seek help 
regarding managing and/or 
overcoming my problematic online 
gaming. 
.98 2.38 1.75 
Within the next four weeks, I will 
certainly make an effort to seek help 
regarding managing and/or 
overcoming my problematic online 
gaming. 
.96 2.48 1.87 
Within the next four weeks, I am 
planning to seek help regarding 
managing and/or overcoming my 
problematic online gaming. 
.96 2.43 1.81 
Eigenvalue 3.72   
% of variance explained 93.08   
Cronbach’s alpha (α)   .96   
 
 
4.3.4 Subjective Norms 
To investigate the underlying structure of the three-item questionnaire for respondents’ 
subjective norms towards seeking help to overcome their problematic online gaming, the 
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items were tested with the PCA with direct oblim rotation. All assumption checks were 
performed, ensuring the data was ready for analysis. The KMO result for this construct was 
.76, which was above the acceptable threshold of above .50, and the Bartlett’s test of 
sphericity was significant (Allen & Bennett, 2010); thus, rendering this data set suitable for 
factor analysis. The reliability of this construct was also achieved, as it was above .70 
(Nunnally, 1976). One factor (with eigenvalues exceeding 1) was identified as underlying the 
three questionnaire items. In total, this factor accounted for around 89.33% of the variance in 
the questionnaire data. Tables 4.8 and 4.9 depict these findings. 
   
Table 4.8 Subjective Norm’s KMO and Bartlett's Test 
Tests Results 
Kaiser-Meyer-Olkin .76 
Barlett’s test of sphericity .00 
 
 
Table 4.9 Subjective Norms’ Factor Loadings 
Scale items Factor loading Mean SD 
People who are important to me would 
want me to seek help to manage and/or 
overcome my problematic online 
gaming. 
.93 3.20 2.00 
People who are important to me would 
approve of me seeking help to manage 
and/or overcome my problematic 
online gaming. 
.94 3.45 2.01 
People who are important to me would 
encourage me to seek help to manage 
and/or overcome my problematic 
online gaming. 
.96 3.35 2.03 
Eigenvalue 2.68   
% of variance explained 89.33   
Cronbach’s alpha (α)   .94   
 
 
4.3.5 Perceived Behavioural Control 
To investigate the underlying structure of the three-item questionnaire for respondents’ 
perceived behavioural control towards seeking help to overcome their problematic online 
gaming, the items were tested with the PCA with direct oblim rotation. All assumption 
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checks were performed, ensuring the data was ready for analysis. The KMO result for this 
construct was .72, which was above the acceptable threshold of above .50, and the Bartlett’s 
test of sphericity was significant (Allen & Bennett, 2010); thus, rendering this data set 
suitable for factor analysis. The reliability of this construct was also achieved, as it was above 
.70 (Nunnally, 1976). One factor (with eigenvalues exceeding 1) was identified as underlying 
the three questionnaire items. In total, this factor accounted for around 76.94% of the 
variance in the questionnaire data. Tables 4.10 and 4.11 depict these findings. 
 
Table 4.10 Perceived Behavioural Control’s KMO and Bartlett's Test 
Tests Results 
Kaiser-Meyer-Olkin .72 
Barlett’s test of sphericity .00 
 
 
 
Table 4.11 Perceived Behavioural Control’s Factor Loadings 
Scale items Factor loading Mean SD 
For me to start seeking help to manage 
and/or overcome my problematic 
online gaming is difficult/easy? 
.85 4.38 1.74 
If I wanted to, it would be easy for me 
to start seeking help to reduce and/or 
reduce my online gaming behaviour. 
.90 4.97 1.65 
How much control do you feel you 
have over starting to seek help to 
manage and/or overcome your 
problematic online gaming? 
.88 5.11 1.60 
Eigenvalue 2.31   
% of variance explained 76.94   
 Cronbach’s alpha (α)   .85   
 
 
4.3.6 Positive Anticipated Emotions 
To investigate the underlying structure of the eight-item questionnaire for respondents’ 
positive anticipated emotions towards seeking help to overcome their problematic online 
gaming, the items were tested with the PCA with direct oblim rotation. All assumption 
checks were performed, ensuring the data was ready for analysis. The KMO result for this 
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construct was .94, which was above the acceptable threshold of above .50, and the Bartlett’s 
test of sphericity was significant (Allen & Bennett, 2010); thus, rendering this data set 
suitable for factor analysis. The reliability of this construct was also achieved, as it was above 
.70 (Nunnally, 1976). One factor (with eigenvalues exceeding 1) was identified as underlying 
the eight questionnaire items. In total, this factor accounted for around 83.22% of the 
variance in the questionnaire data.  Tables  4.12 and 4.13 depict these findings. 
 
Table 4.12 Positive Anticipated Emotions’ KMO and Bartlett's Test 
Tests Results 
Kaiser-Meyer-Olkin .94 
Barlett’s test of sphericity .00 
 
Table 4.13 Positive Anticipated Emotions’ Factor Loadings 
Scale items Factor loading Mean SD 
If I were to seek help and succeeded in 
managing and/or overcoming my 
problematic online gaming, I would 
feel excited. 
.88 4.22 1.65 
If I were to seek help and succeeded in 
managing and/or overcoming my 
problematic online gaming, I would 
feel happy. 
.93 4.37 1.64 
If I were to seek help and succeeded in 
managing and/or overcoming my 
problematic online gaming, I would 
feel satisfied. 
.93 4.48 1.64 
If I were to seek help and succeeded in 
managing and/or overcoming my 
problematic online gaming, I would 
feel proud. 
.91 4.41 1.73 
If I were to seek help and succeeded in 
managing and/or overcoming my 
problematic online gaming, I would 
feel self-assured. 
.91 4.31 1.63 
If I were to seek help and succeeded in 
managing and/or overcoming my 
problematic online gaming, I would 
feel empowered. 
.91 4.35 1.64 
If I were to seek help and succeeded in 
managing and/or overcoming my 
problematic online gaming, I would 
feel delighted. 
.93 4.22 1.63 
If I were to seek help and succeeded in 
managing and/or overcoming my 
.91 4.41 1.65 
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problematic online gaming, I would 
feel glad. 
Eigenvalue 6.66   
% of variance explained 83.22   
Cronbach alpha (α)   .97   
 
4.3.7 Negative Anticipated Emotions 
To investigate the underlying structure of the nine-item questionnaire for respondents’ 
negative anticipated emotions towards seeking help to overcome their problematic online 
gaming, the items were tested with the PCA with direct oblim rotation. All assumption 
checks were performed, ensuring the data was ready for analysis. The KMO result for this 
construct was .93, which was above the acceptable threshold of above .50, and the Bartlett’s 
test of sphericity was significant (Allen & Bennett, 2010); thus, rendering this data set 
suitable for factor analysis. The reliability of this construct was also achieved, as it was above 
.70 (Nunnally, 1976). One factor (with eigenvalues exceeding 1) was identified as underlying 
the nine questionnaire items. In total, this factor accounted for around 73.23% of the variance 
in the questionnaire data. Tables 4.14 and 4.15 depict these findings.  
  
Table 4.14 Negative Anticipated Emotions’ KMO and Bartlett's Test 
Tests Results 
Kaiser-Meyer-Olkin .93 
Barlett’s test of sphericity .00 
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Table 4.15 Negative Anticipated Emotions’ Factor Loadings 
Scale items Factor loading Mean SD 
If I were to seek help and did not 
succeed in managing and/or 
overcoming my problematic online 
gaming, I would feel angry. 
.80 3.52 1.81 
If I were to seek help and did not 
succeed in managing and/or 
overcoming my problematic online 
gaming, I would feel frustrated. 
.83 3.92 1.83 
If I were to seek help and did not 
succeed in managing and/or 
overcoming my problematic online 
gaming, I would feel ashamed. 
.87 3.80 1.77 
If I were to seek help and did not 
succeed in managing and/or 
overcoming my problematic online 
gaming, I would feel sad. 
.91 3.68 1.76 
If I were to seek help and did not 
succeed in managing and/or 
overcoming my problematic online 
gaming, I would feel disappointed. 
.86 3.99 1.79 
If I were to seek help and did not 
succeed in managing and/or 
overcoming my problematic online 
gaming, I would feel worried. 
.89 3.81 1.75 
If I were to seek help and did not 
succeed in managing and/or 
overcoming my problematic online 
gaming, I would feel guilty. 
.85 3.70 1.83 
If I were to seek help and did not 
succeed in managing and/or 
overcoming my problematic online 
gaming, I would feel uncomfortable. 
.87 3.61 1.77 
If I were to seek help and did not 
succeed in managing and/or 
overcoming my problematic online 
gaming, I would feel fearful. 
8.3 3.55 1.81 
Eigenvalue 6.59   
% of variance explained 73.23   
Cronbach’s alpha (α)   .95   
 
4.3.8 Goal Desire 
To investigate the underlying structure of the three-item questionnaire for respondents’ 
goal desire towards overcoming their problematic online gaming, the items were tested with 
the PCA with direct oblim rotation. All assumption checks were performed, ensuring the data 
was ready for analysis. The KMO result for this construct was .79, which was above the 
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acceptable threshold of above .50, and the Bartlett’s test of sphericity was significant (Allen 
& Bennett, 2010); thus, rendering this data set suitable for factor analysis. The reliability of 
this construct was also achieved, as it was above .70 (Nunnally, 1976). One factor (with 
eigenvalues exceeding 1) was identified as underlying the three questionnaire items. In total, 
this factor accounted for around 94.53% of the variance in the questionnaire data. Tables 4.16 
and 4.17 depict these findings.  
 
Table 4.16 Goal Desire’s KMO and Bartlett's Test 
Tests Results 
Kaiser-Meyer-Olkin .79 
Barlett’s test of sphericity .00 
 
 
Table 4.17 Goal Desire’s Factor Loadings  
Scale items Factor loading Mean SD 
I desire to manage and/or overcome 
my problematic online gaming. 
.98 2.9 2.0 
Managing and/or overcoming my 
problematic online gaming is 
something I want to do. 
.97 3.1 2.0 
I have a strong desire to manage and/or 
overcome my problematic online 
gaming. 
.97 3.0 2.0 
Eigenvalue 2.84   
% of variance explained 94.53   
Cronbach’s alpha (α)   .97   
 
 
4.3.9 Self-regulation 
To investigate the underlying structure of the 30-item questionnaire for respondents’ 
self-regulation capacity, the items were tested with the PCA with direct oblim rotation. All 
assumption checks were performed, ensuring the data was ready for analysis. The KMO 
result for this construct was .91, which was above the acceptable threshold of above .50, and 
the Bartlett’s test of sphericity was significant (Allen & Bennett, 2010); thus, rendering this 
data set suitable for factor analysis. Four factors (with eigenvalues exceeding 1) were 
identified as underlying the 30 questionnaire items. Items with cross-loadings above the 
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threshold of .30 were deleted which is consistent with the recommendations of Hair et al., 
(2006). Table 4.19 depicts the 18 items that were deleted. Tests were re-run to see whether 
cross-loading had reoccurred and to check for suitability for factor analysis in the next 
section. Tables 4.18 and 4.19 depict these findings.  
 
Table 4.18 Self-regulation’s KMO and Bartlett's Test 
Tests Results 
Kaiser-Meyer-Olkin .91 
Barlett’s test of sphericity .00 
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Table 4.19 Self-regulation’s Factor Loadings  
Factor Loadings 
  1 2 3 4 
SR28 I learn from my mistakes. .74 
   
SR7 If I wanted to change, I am confident that I could do it. .73 
   
SR24 Once I have a goal, I can usually plan how to reach it. .72 
   
SR13 I have personal standards, and try to live up to them. .68 
  
-.32 
SR14 As soon as I see a problem or challenge, I start looking for 
possible solutions. 
.68 
   
SR12 I usually only have to make a mistake one time in order to 
learn from it. 
.67 
   
SR25 If I make a resolution to change something, I pay a lot of 
attention to how I’m doing. 
.67 
   
SR5 I am able to accomplish goals I set for myself. .67 
 
.35 
 
SR16 I have a lot of willpower. .66 
  
.33 
SR17 When I’m trying to change something, I pay a lot of 
attention to how I’m doing. 
.66 
  
.33 
SR1 I usually keep track of my progress towards my goals. .64 
   
SR11 I can stick to a plan that’s working well. .62 
   
SR23 I can usually find several different possibilities when I want 
to change something. 
.61 .32 
  
SR20 I set goals for myself and keep track of my progress. .57 
 
.45 
 
SR29 I know how I want to be. .55 
   
SR27 I usually think before I act. .54 
 
-.30 
 
SR19 I am able to resist temptation. .48 
  
.44 
SR9 I have trouble following through with things once I’ve made 
up my mind to do something. 
-.32 .68 
  
SR18 I have trouble making plans to help me reach my goals. -.35 .67 
  
SR2 I have trouble making up my mind about things. 
 
.67 -.31 
 
SR22 I tend to keep doing the same thing, even when it doesn’t 
work. 
-.33 .66 .30 
 
SR3 I get easily distracted from my plans. 
 
.66 -.31 
 
SR4 I don’t notice the effects of my actions until it’s too late. -.32 .65 
  
SR8 When it comes to deciding about a change, I feel 
overwhelmed by the choices.  
.64 
  
SR15 I have a hard time setting goals for myself. 
 
.64 
  
SR21 Most of the time I don’t pay attention to what I’m doing. -.32 .63 
  
SR26 Often I don’t notice what I’m doing until someone calls it 
to my attention. 
-.30 .63 
  
SR30 I give up quickly. -.42 .62 
  
SR6 It’s hard for me to notice when I’ve “had enough” (alcohol, 
food, sweets).  
.58 
  
SR10 I don’t seem to learn from my mistakes. -.40 .58 .34 
 
 
 
To investigate the underlying structure of the remaining 12-item questionnaire for 
respondents’ self-regulation capacity, the items were tested with the PCA with direct oblim 
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rotation. All assumption checks were performed, ensuring the data was ready for analysis. 
The KMO result for this construct was .86, which was above the acceptable threshold of 
above .50, and the Bartlett’s test of sphericity was significant (Allen & Bennett, 2010); thus, 
rendering this data set suitable for factor analysis. The reliability of this construct was also 
achieved, as it was above .70 (Nunnally, 1976). Two factors (with eigenvalues exceeding 1) 
were identified as underlying the 12 questionnaire items. In total, these factors accounted for 
around 53.53% of the variance in the questionnaire data. Tables 4.20 and 4.21 depict these 
new findings.  
 
Table 4.20 Self-regulations revised KMO and Bartlett's Test 
Tests Results 
Kaiser-Meyer-Olkin .86 
Barlett’s test of sphericity .00 
 
 
Table 4.21 Self-regulation’s Revised Factor Loadings 
Scale items Factor  
1 
Loading 
2 
Mean SD 
SR1 I usually keep track of my progress towards my 
goals. 
.69  3.40 1.13 
SR6 It’s hard for me to notice when I’ve “had 
enough” (alcohol, food, sweets). 
 .69 2.77 1.23 
SR7 If I wanted to change, I am confident that I 
could do it. 
.78  3.64 1.03 
SR8 When it comes to deciding about a change, I 
feel overwhelmed by the choices. 
 .80 3.057 1.09 
SR11 I can stick to a plan that’s working well. .66  3.66 .96 
SR12 I usually only have to make a mistake one 
time in order to learn from it. 
.71  3.44 1.02 
SR14 As soon as I see a problem or challenge, I 
start looking for possible solutions. 
.75  3.73 1.00 
SR15 I have a hard time setting goals for myself.  .78 2.93 1.11 
SR24 Once I have a goal, I can usually plan how to 
reach it. 
.76  3.48 .93 
SR25 If I make a resolution to change something, I 
pay a lot of attention to how I’m doing. 
.69  3.43 .99 
SR28 I learn from my mistakes. .79  3.77 .91 
SR29 I know how I want to be. .63  3.80 .97 
Eigenvalue 4.68 1.75   
% of variance explained 53.53   
Cronbach Alpha (α)   .79   
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4.3.10 Multicollinearity 
As shown in Table 4.22, each of the scale items was then composited to its respective 
constructs. This was achieved through the summing of the items and finding the mean to 
calculate the variance inflation factor (VIF). Multicollinearity was not an issue in the study, 
as correlations were below .90 and above .50 (Hair, et al., 2006).  
 
Table 4.22 Correlations, Mean, Standard Deviation 
  Mean SD 1 2 3 4 5 6 7 8 9 
1. Desire 2.62 1.57          
2. Attitude 3.97 1.19 .53**         
3. Subjective 
Norm 
3.33 1.74 .64** .49**        
4. Perceived 
Behavioural 
Control 
4.83 1.33 -.21** 0.09 -.19**       
5.Positive 
Anticipated 
Emotions 
4.34 1.37 .38** .55** .36** .17**      
6. Negative 
Anticipated 
Emotions 
3.73 1.40 .47** .42** .43** 0.00 .52**     
7. Goal 
Desirability 
2.98 1.75 .78** .60** .78** -.15** .45** .46**    
8. Self-
Regulation 
3.42 0.52 .17** .26** .18** .46** .36** .27** .19**   
9. Intentions 2.40 1.60 .86** .55** .65** -.14** .36** .44** .78** .21**  
 
Hence, with the EFA conducted and checked for suitability for factor analysis, the 
following section describes the CFA undertaken for this study. 
4.4 CONFIRMATORY FACTOR ANALYSIS 
Before SEM can be performed, the measurement model has to be tested and proven to 
be an adequate fit (Allen & Bennett, 2010). The confirmatory factor analysis (CFA) model is 
a powerful method for assessing construct validity and makes fewer assumptions and 
provides more diagnostic information than other methods (Bagozzi, Youjae, & Phillips, 
1991). Hence, in this study, the CFA was conducted on all items with their intended latent 
construct using AMOS. All items had to meet or exceed the minimum threshold of .50, as 
recommended by Hair, et al. (2006).  
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The following fit indices were used to assess model fit, normed chi-square (CMIN/DF), 
root mean square error of approximation (RMSEA), and comparative fit index (CFI). 
CMIN/DF is used to determine a model’s goodness of fit that divides the chi-square by the 
degree of freedom. This is done to make the model chi-square less dependent on sample size. 
However, the CMIN/DF is still highly sensitive to sample size, and it would not be entirely 
considered poor fit if the thresholds of CMIN/DF are breached (Shadfar & 
Malekmohammadi, 2013). The RMSEA is used to reject models with a large sample or a 
larger number of observed variables with a cut-off of less than .06 (Hu & Bentler, 1999). The 
CFI is also an incremental fit index that indicates a good for value above .90. Table 4.23 
depicts the CFA model fit cut-offs. 
 
Table 4.23 CFA Model Fit  
Fit CMIN/DF RMSEA CFI 
Cut-off score ≤ 2 <.08 >.90 
Source Byrne (2001) Schumacker and Lomax, 
(2004) 
Hu and Bentler 
(1999) 
 
 
When CFA was performed, the following results were collected 2.67, p < .00. 
(CMIN/DF), .86 (CFI), and .08 (RMSEA). All indications of a weak fit of the model. The 
model was therefore respecified to improve model fit on statistical and theoretical grounds. 
Hence, following Holmes-Smith (2014)’s recommendation, the squared multiple correlations 
must be equivalent to items reliability and any items with reliability under <.40 are to be 
deleted. As shown in Table 4.24, five items under self-regulation had to be deleted, SR6, 
SR8, SR15, SR29, and SR11.   
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Table 4.24 Squared Multiple Correlations 
Item   SMC 
SR6   .00 
SR8   .00 
SR15   .01 
SR29   .34 
SR11   .37 
SR25   .41 
Att4   .42 
SR1   .42 
SR12   .45 
Att6   .49 
SR24   .50 
PCB1   .51 
Att2   .52 
SR14   .52 
Att5   .54 
SR7   .56 
SR28   .57 
Att1   .58 
NegEmo1   .58 
Att7   .58 
Att10   .61 
Att9   .63 
Att8   .63 
NegEmo9   .64 
NegEmo2   .65 
Att3   .67 
NegEmo7   .69 
NegEmo8   .72 
NegEmo5   .72 
PCB2   .72 
PCB3   .74 
PosEmo1   .74 
NegEmo3   .74 
NegEmo6   .76 
PosEmo5   .79 
PosEmo6   .80 
NegEmo4   .80 
SubjNorm1   .80 
PosEmo4   .80 
PosEmo8   .81 
SubjNorm2   .82 
PosEmo7   .84 
PosEmo2   .84 
PosEmo3   .86 
Int1   .87 
Desire1   .88 
Desire3   .89 
Int4   .90 
GoalDesire2   .90 
SubjNorm3   .90 
GoalDesire3   .91 
Int3   .91 
Desire2   .94 
GoalDesire1   .94 
Int2   .96 
 
With the deletion of the five self-regulation items, the model was tested once more. The 
respecified measurement model depicted a closer fit with the data. The following results were 
collected: 2.69, p < .00. (CMIN/DF), .88 (CFI), and .08 (RMSEA). This was an acceptable fit 
as there was consistent evidence that a value between 2 and 5 for the CMIN/DF was 
acceptable (Schumacker & Lomax, 2004; Shadfar & Malekmohammadi, 2013). With regards 
to the CFI, the .88 achieved by the model was close to the .90 cut-off, indicating that 88% of 
the covariation in the data could be reproduced by the given model. In addition, the RMSEA 
cut-off was achieved, therefore indicating an adequate fit of the model. Table 4.25 depicts the 
respecified measurement model fit.  
 
Table 4.25 Respecified Measurement Model Fit 
Model x² x²/df RMSEA CFI 
Recommended 
value 
 ≤ 2 <.08 >.90 
Specified model 3702.72 2.66 .08 .86 
Respecified model 3071.67 2.70 .08 .88 
Note. RMSEA = root mean square error of approximation; CFI = comparative fit index 
Reliability and validity of the respecified measurement model. To establish 
convergent validity of the items, all standardised factor loadings estimate of the construct 
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items were above .30 (Holmes-Smith, 2014). The average variance extracted (AVE) of the 
constructs should also be above .50 for adequate convergent validity and the composite 
reliability (CR) of each construct should be greater than the AVE of each construct (Fornell 
& Larcker, 1981). As shown in Table 4.26, the AVE of each construct was above .50, with 
CR of each construct larger than their respective AVE, with the exception of self-regulation; 
however, it was very close to the cut-off of .50.  Hence, proving that this data set had 
convergent validity. Table 4.26 depicts a summary of the CRA factor loadings and its AVE 
and CR values.  
 
Table 4.26 Summary of CFA Factor Loadings, AVE and CR Values 
Latent Factors CR AVE MSV 
Goal desire 0.97 0.92 0.66 
Subjective norm 0.94 0.84 0.66 
Perceived behavioural control 0.85 0.65 0.36 
Attitude 0.93 0.57 0.41 
Positive anticipated emotions 0.97 0.81 0.36 
Self-regulation 0.87 0.49 0.36 
Negative anticipated emotions 0.95 0.70 0.29 
Intention 0.98 0.91 0.76 
Behavioural desire 0.96 0.90 0.76 
Source: Developed for this study 
 
Discriminant validity refers to the extent to which constructs are distinct from each 
other (Bhattacherjee & Premkumar, 2004). To test for discriminant validity, Fornell and 
Larcker (1981) recommended that the AVE value for each construct must be greater than its 
maximum shared variance (MSV). As shown in Table 4.26, all of the constructs AVE were 
above their respective MSV. Hence, discriminant validity can be seen to have been achieved 
in this study.  
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4.5 FULL STRUCTURAL MODEL 
To analyse the model, structural equation modelling (SEM) was performed on the 
model to answer the research question and hypotheses. 
 
Table 4.27 Hypothesised Model  
Model x² df x²/df RMSEA SRMR CFI 
Hypothesised 
model 
3.78 2 1.89 .06 .008 1.00 
Cut-off score   ≤ 2 <.08 <.50 >.90 
sources   Byrne 
(2001) 
Schumacker and 
Lomax (2004) 
Hair, et al. 
(2006) 
Hu and Bentler 
(1999) 
 
 
According to the SEM results in Table 4.27, the hypothesised model achieved a good 
fit (x² (2) = 3.78, p = .15; x²/df = 1.89; RMSEA = .06; SRMR = .008; CFI = 1.00). All 
goodness-of-fit indices indicated a good fit of the model. Overall, the revised MGB model 
accounted for approximately 64.4% (R² = .64) of the variance in behavioural desire, 68.3% 
(R² = .68) of the variance in goal desire and 77.0% (R² = .77) of the variance in intentions. 
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Table 4.28 Path Coefficients for the Hypothesised Model 
Path Unstandardised 
Regression 
Weights 
S.E. Standardised Regression 
Weights 
p 
Goal Desire  Negative 
Anticipated Emotion 
0.08 0.05 0.06 0.14 
Goal Desire  Positive 
Anticipated Emotion 
0.13 0.06 0.10 < .05 
Goal Desire  Perceived 
Behavioural Control 
-0.09 0.05 -0.07 0.11 
Goal Desire  Subjective Norm 0.60 0.04 0.59 < .001 
Goal Desire  Attitude 0.34 0.06 0.23 < .001 
Goal Desire  Self-Regulation -0.07 0.10 -0.03 0.50 
Beh Desire  Attitude 0.15 0.06 0.11 < .05 
Beh Desire  Subjective Norm 0.02 0.05 0.02 0.75 
Beh Desire  Perceived 
Behavioural Control 
-0.14 0.05 -0.12 < .005 
Beh Desire  Positive 
Anticipated Emotion 
-0.03 0.05 -0.02 0.65 
Beh Desire  Negative 
Anticipated Emotion  
0.15 0.05 0.13 < .05 
Beh Desire  Goal Desire 0.57 0.06 0.63 < .001 
Intention  Beh Desire 0.63 0.05 0.62 < .001 
Intention  Attitude 0.10 0.05 0.08 < .005 
Intention  Subjective Norm 0.05 0.04 0.06 0.23 
Intention  Perceived 
Behavioural Control                              
0.04 0.04 0.03 0.30 
Intention  Positive 
Anticipated Emotion 
-0.07 0.04 -0.06 0.14 
Intention  Negative 
Anticipated Emotion  
0.02 0.04 0.02 0.60 
Intention  Goal Desire 0.21 0.05 0.23 < .001 
 
 
Results of the path analysis were in line with expectations. A significant positive 
relationship was found between positive anticipated emotions and goal desire (β = 0.10, p < 
.05), subjective norm and goal desire (β = .59, p < .001), attitude and goal desire (β = .23, p < 
.001), attitude and behavioural desire (β = .11, p < .05), negative anticipated emotion and 
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behavioural desire (β = .13, p < .05), goal desire and behavioural desire (β = .63, p < .001), 
intention and behavioural desire (β = .62, p < .001), intention and attitude (β = .08, p < .05), 
and goal desire and intention (β = .23, p < .001). A significant negative relationship was 
found between perceived behavioural control and behavioural desire (β = -.12, p < .05). 
However, the rest of the relationships were not significant. Hence, as shown in the results, 
subjective norm was the biggest predictor of goal desire, while goal desire was the biggest 
predictor of behavioural desire, and behavioural desire was the biggest predictor of intention. 
Together, all variables explained 77.0% of intentions. 
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Note. * p<0.05, **p<0.001. Grey dashed arrows refer to non-significant relationships. 
 
Figure 4.1. Revised MGB for this Study 
Attitude 
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norms 
Perceived 
behavioural 
control 
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anticipated 
emotions 
Negative 
anticipated 
emotions 
Self-regulation 
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n.s 
n.s 
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To test for mediation, the direct and indirect effects of the variable relationships were 
examined to see whether behavioural intentions mediated the effect of reasons to act on 
intention to seek help (H1), whether goal desire meditated the effect of reasons to act on 
intention to seek help (H9), and whether goal desire mediated the effect of behavioural desire 
on intention to seek help (H10). To achieve this, Baron and Kenny (1986) suggested four 
conditions for mediation to be conducted to ensure an effective analysis of the relationships.  
1. The independent variable must significantly affect the dependent variable. 
2. The independent variable significantly affects the mediator. 
3. The mediator significantly affects the dependent variable. 
4. The inclusion of the mediator in the model either significantly lessens (partial 
mediation) or completely limits the relationship between the independent and 
dependent variable.  
Table 4.29 depicts the results of the direct and indirect effects on intention within the 
revised MGB. 
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Table 4.29 Direct, Indirect and Total Effects of Predictors on Intention 
 Direct Effect Indirect Effect Total Effects 
Predictors S.E Standardised 
regression 
weights 
Bias-
corrected 
95% CI 
S.E Bias-corrected 95% CI Two-tailed 
significance 
S.E Bias-corrected 95% CI Two-tailed 
significance 
Behavioural 
desire 
.09 .62 [.40, .85], 
p = .00 
.00 - - .09 [.40, .85] p = .00 
Attitude .04 .08 [-.02, 
.19], p = 
.04 
.04 [.90, .33] p = .00 .06 [.15, .43] p = .00 
Subjective 
norm 
.05 .06 [-.05, 
.18], p = 
.22 
.05 [.24, .52] p = .00 .05 [.28, .57] p = .00 
Perceived 
behavioural 
control  
.03 .03 [-.04, 
.11], p = 
.22 
.04 [-.21, -.01] p = .00 .05 [-.20, .04] p = .09 
Positive 
anticipated 
emotions 
.04 -.06 [-.16, 
.03], p = 
.09 
.04 [-.07, .16] p = .29 .06 [-.17, .13] p = .83 
Negative 
anticipated 
emotions 
.04 .02 [-.08, 
.14], p = 
.67 
.04 [.14, .25] p = .01 .06 [-.01, .31] p = .02 
Goal desire .08 .23 [.02, .44], 
p = .01 
.07 [.23, .59] p = .00 .06 [.44, .78] p = .00 
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As shown in the figure and table above, three mediating relationships were 
identified. These results suggest that the relationship between (1) subjective norm 
and intention was fully mediated by goal desire. Applying Baron and Kenny’s (1986) 
mediation conditions, first, there were non-significant direct effects of subjective 
norm and intention (β = .06, p = .22). Next, the indirect effects of the variables were 
estimated, controlling for any direct effects, and bootstrapped to compute 99% bias 
corrected confidence intervals and significance tests for these estimates. Small but 
significant indirect effects were found for subjective norm and intention (β = .06, p = 
.00, CI: .24, .52). Hence, this suggests full mediation of goal desire between 
subjective norm and intention. 
Results also suggest that the relationship between (2) perceived behavioural 
control and intention was fully mediated by behavioural desire, and (3) negative 
anticipated emotions and intention was fully mediated by behavioural desire. First, 
there were non-significant direct effects of perceived behavioural control and 
intention (β = .03, p = .30) and of negative anticipated emotions and intention (β = 
.02, p = .60). Next, the indirect effects of the variables were estimated, controlling 
for any direct effects, and bootstrapped to compute 99% bias corrected confidence 
intervals and significance tests for these estimates. Small but significant indirect 
effects were found for perceived behavioural control and intention (β = .03, p = .00, 
CI: -.21, -.01) and negative anticipated emotions and intention (β = .02, p = .01, CI: 
.14, .25). Hence, suggesting full mediation of behavioural desire between perceived 
behavioural control and intention, and negative anticipated emotions and intention.  
Goal desire exhibited a significant direct (β = .23, p = .01) and indirect effect 
(β = .23, p = .00, CI: .23, .59) on intention as shown in the table above, indicating 
that behavioural desire only partially mediated the relationship between goal desire 
and intention (Schumacker & Lomax, 2004). A similar finding was made for attitude 
and intention, which was partially mediated by both goal desire and behavioural 
desire where there was a significant (β = .08, p = .04) and indirect effect (β = .08, p 
= .00, CI: .90, .33) on intention. 
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Table 4.30 Summary of the Hypothesis Testing Results 
Proposed 
Hypothesis 
 Results 
H1 Behavioural desire meditates the effect of reasons to 
act on intention to seek help. 
Partially supported 
H2 Behavioural desire positively influences intention to 
seek help.   
Supported 
H3 Attitude positively influences the desire to seek help. Supported 
H4 Subjective norm positively influences the desire to 
seek help.  
Unsupported 
H5 Perceived behavioural control positively influences 
the desire to seek help. 
Supported 
H6 Positive anticipated emotions will positively 
influence the desire to seek help. 
Unsupported 
H7 Negative anticipated emotions will positively 
influence the desire to seek help. 
Supported 
H8 Goal desire will positively influence the intention to 
seek help.  
Supported 
H9 Goal desire meditates the effect of reasons to act on 
intention to seek help. 
Partially supported 
H10 Self-regulation will positively influence the goal 
desire to overcome problematic online gaming. 
Unsupported 
 
As shown in the table above, five of the study’s hypotheses (H2, H3, H5, H7, 
H8) were supported, in that attitude, perceived behavioural control, and negative 
anticipated emotions all positively influenced the behavioural desire to seek help; 
while behavioural and goal desire eventually positively influenced intention to seek 
help. Two other hypotheses (H1 and H9) were both partially supported, in that goal 
desire and behavioural desire were both found to both mediate the effects of reason 
to act on intention to seek help.  
In summary, this chapter has outlined the exploratory and confirmatory factor 
and SEM analyses undertaken to answer the research question. Five out of ten 
hypotheses were supported while two were partially supported. The discussion of 
this chapter is presented in Chapter 7.3, where the research question is discussed and 
answered.  
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Chapter 5: Study Two and Study Three 
Research Design 
5.1 INTRODUCTION 
Chapter 4 outlined the exploratory and confirmatory factor analyses that were 
undertaken to perform SEM to provide a theoretical understanding as to how the 
MGB can help to explain help-seeking behaviour in the problematic online gaming 
context. In answering this question, this thesis is able to demonstrate the theoretical 
mechanisms underlying help-seeking behaviour. However, this alone does not 
answer all of the research gaps previously identified within both help-seeking and 
social marketing literature. Qualitative approaches were justified in Chapter 2: 
Literature Review to be necessary in answering the remaining research questions and 
research gaps that the previous quantitative research could not address. Given the 
sensitive and complex nature of help-seeking (Al-Bahrani, 2014), qualitative 
techniques like the CIT and interviews are suitable for extracting rich and 
meaningful data to answer this thesis’ research questions while maintaining a 
sensitive approach as seen in past qualitative help-seeking studies (Cairns, Dark, 
Kavanagh & McPhail, 2015; Ogden & Bennett, 2015). Hence, in this chapter, the 
qualitative methodologies are outlined in Sections 5.2 and Section 5.3, which discuss 
how the critical incident technique and in-depth interviews were conducted. Sections 
5.2.1 and 5.3.1 explain the data collection framework undertaken in both studies, 
while Sections 5.2.2 and 5.3.2 outline the sampling strategies used to recruit and 
screen out participants. Finally, Sections 5.2.3 and 5.3.3 elaborate on the data 
analysis processes undertaken.  
5.2 STUDY TWO: CRITICAL INCIDENCE TECHNIQUE 
5.2.1 Data Collection Framework 
A qualitative perspective was taken in response to the dearth of qualitative in-
depth understanding about people’s experiences of trying to engage and maintain 
behavioural change (Logie-MacIver, Piacentini, & Eadie, 2012). To answer the 
research question regarding young men’s problem recognition of problematic gaming 
behaviour, this study employed the critical incident technique (CIT). 
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The CIT is a relevant qualitative method that requests that participants recall 
stories or narratives that can be identified as positive or negative incidents (Flanagan, 
1954). It does not restrict observations to a limited set of predetermined variables and 
allows for interaction among all possible components in the phenomenon 
(Koelemeijer, 1995). Hence, it is capable of yielding rich and contextualised data that 
reflect critical incidents, allowing the researcher to identify similarities, differences, 
and patterns to seek meaningful insights into the behaviour (Flanagan, 1954). 
Though similar to other qualitative techniques, such as interviews, the critical 
incident technique is reliant on its respondents to provide accurate and truthful 
reports that may be subjected to recall bias, consistency factors, or memory lapses 
(Michel, 2001). However, the distinct advantage of critical incident techniques lies in 
the ability to provide respondents with the opportunity to give their own detailed 
account of their experiences and to determine which incidents are the most relevant 
to them (Stauss & Weinlick, 1997). Using this technique, critical incidents were 
collected to identify and categorise the type of incidents that trigger problem 
recognition in young Australian male problematic online gamers. Table 5.1 depicts 
an overview of the various mental health and problematic behaviour studies that have 
also adopted the CIT.  
 
Table 5.1 Overview of the CIT in other studies 
Study Context References 
Mental Health Professional Services  Richards and Bedi (2015) 
Mental Health Literacy  Dowding and Shakespeare-finch (2011) 
Mental Health Shannon, Vinson, Cook and Lennon (2016) 
Substance Abuse  Mael et al. (2010) 
Sexual Risk Behaviour  Leonard and Ross (1997) 
Gambling  Johnson (2001) 
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There are numerous ways to conduct CIT: through personal interviews, focus 
group interviews, or direct or participatory observation (Edvardsson, 1992). Semi-
structured interviews were chosen for this study, given the advantage of being able to 
add follow-up questions and probing to arrive at a better description and 
understanding of the critical incidents (Edvardsson & Roos, 2001). Furthermore, to 
protect the anonymity of participants and the sensitive nature of acknowledgement to 
one’s problem with online gaming, focus group interviews could not be considered. 
Overall, the CIT generates a comprehensive descriptive overview of a phenomenon 
that can help inform conceptual frameworks that can later be tested (Gremler, 2004).  
To conduct the CIT, semi-structured interviews were conducted where 
participants were asked to recall: (1) examples of incidents that triggered them to 
realise they may have had problematic online gaming behaviour; (2) incidents that 
confirmed this realisation; and (3) in sufficient detail for research analysis (Bianchi 
& Drennan, 2012). The interviews were structured around a series of open-ended 
questions that required respondents to provide details of one extremely positive 
incident and one extremely negative incident from their online gaming behaviour. 
They also needed to explain why each experience was particularly positive or 
negative. Hence, the following questions were asked: 
1. In the past six months, can you think of an extremely positive incident that 
occurred while you were gaming online? Please describe what happened 
during this incident.   
2. In the past six months, can you think of an extremely negative incident that 
occurred while you were gaming online? Please describe what happened 
during this incident.   
3. When did this incident occur? 
4. Why was it extremely positive or negative? 
5. Were there any particular positive incidents that made you realise you may 
have been gaming excessively or suffering from problematic online 
gaming? 
6. Were there any particular negative incidents that made you realise you 
may have been gaming excessively or suffering from problematic online 
gaming? 
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7. When did this incident occur? 
8. Why was it extremely positive or negative? 
5.2.2 Sampling Strategy 
A target population is the collection of elements that possess the characteristics 
sought by the research and about which inferences can be made (Malhotra, et al., 
2006). An appropriately determined target population ensures the reliability and 
generalisability of the study (Black, 1999). In this study, the target population was: 
(1) young Australian men between the ages of 18-25 years old, who (2) were 
currently in Australia, (3) played or had played massively multiplayer online role-
playing games (MMORPGs), and (4) had an email address.  
The sample for this study (n=12) included: (1) young Australian men between 
the ages of 18-25 years old, who (2) were currently in Australia, (3) played or had 
played MMORPGs, and (4) had an email address. Respondents were screened 
through the stages of change scale (SOCS) (Norcross, Krebs, & Prochaska, 2011) 
regarding their problematic online gaming behaviour, where only those in the 
preparation, action, or maintenance stages were recruited. The rationale for this 
criterion was that research is interested in those who have already recognised their 
problematic online gaming behaviour. Screening questions included current 
awareness of problematic gaming behaviour (contemplation), thoughts of 
overcoming it (preparation), attempts to overcome it (action), and success in 
overcoming it (maintenance).  
The sample was also limited to young male online gamers who played 
MMORPGs. Research shows that MMORPG gamers tend to experience more 
symptoms associated with addiction (problematic online gaming) than any other 
game (Kuss & Griffiths, 2012). Most of the problematic online gaming studies are 
undertaken in South East Asian countries (Kuss & Griffiths, 2012), and despite 
increasing reports of previously undiagnosed problematic online gaming cases in 
Australia (Campbell, 2013), little is known about the gaming impacts within Western 
countries like Australia and how it affects the mental well-being of young Australian 
men. 
Given the influx of problematic online gaming behaviour among MMORPG 
gamers and the need to understand its impacts on young Australian mental well-
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being in Australia, this research chose to operate within the MMORPG context to 
investigate how young Australian men sought help to overcome it.  
The sample size of 12 was also recommended and deemed appropriate by 
Creswell (1998) for realist phenomenology studies as in this research and was able to 
achieve data saturation with n=12 (Bowen, 2008). This research used a non-
probability convenience and snowballing approach where students in the Queensland 
University of Technology and young Australian males in Brisbane were recruited 
through online posts on Facebook in online gaming groups. An advantage of 
snowball sampling is that it facilitates the access to “hidden populations” like drug 
users (Griffiths et al., 1993). However some issues with snowball sampling also lies 
in its selection bias where referrals will depend mainly on the subjective perceptions 
of initial respondents and the hidden populations may be difficult to access (Atkinson 
& Flint, 2001). However, this issue depends on the characteristics of the participants 
needed for the study. To address this issue, the online posts on Facebook in online 
gaming groups was deemed necessary. An example of the research post is available 
in Appendix K. The respondents were encouraged to participate and to encourage 
their peers and family who meet the requirement to participate as well (young 
Australian men aged 18-25 years). To further reinforce their participation, rewards of 
$20 Myers vouchers were also offered to all participants.  
If participants were interested, they were asked to fill out the screening 
questionnaire in physical or electronic form (Key Survey). Data collected from the 
questionnaire were screened for those who self-acknowledged that they were 
suffering or had suffered problematic online gaming and were classified into the 
different stages of the SOC. Eligible potential participants were then contacted and 
invited to be interviewed at the QUT Institute of Health and Biomedical Innovation 
facilities, where professional clinical psychologists were present, should the 
participants require counselling.  
A total of 48 young Australian men completed the screening questionnaire 
where 18 young men were qualified and contacted. Only 12 responded and agreed to 
the interview.  
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5.2.3 Data Analysis 
To analyse the data, content analysis was conducted to classify incidents into 
categories of incidents that triggered problematic online gaming recognition. Open 
coding was first used to identify and separate key incidents (Fielding & Lee, 1998) 
and axial coding to group the codes into conceptual categories that reflected 
commonalities was then undertaken (Strauss & Corbin, 1997). This analytical 
induction process helped to classify incidents “into categories and groups according 
to similarities in reported incidents” (Bitner, Booms, & Tetreault, 1990). This 
research also observed the procedures outlined by Flanagan (1954) for collecting 
observed incidents that reflect triggers of problem recognition and have met the 
systematically defined criteria. An incident is any observable human activity that is 
sufficiently complete in itself to allow inferences and predictions to be made about 
the person experiencing the act (Flanagan, 1954). It is critical if it makes a significant 
contribution, either positively or negatively, to the general aim or purpose of the act 
and should be definable to be analysed and critiqued. In this research, participants 
were specifically asked whether they could identify key incidents that triggered their 
problem recognition. This facilitated ease of incident identification and classification. 
Hence, to identify an incident, the unit of analysis was established in this research to 
be an incident that triggered recognition of problematic online gaming behaviour 
among respondents. Thus, as per Flanagan’s (1954) recommendation, a broad set of 
categories were first developed that classified the different incidents and were later 
sorted into smaller sub-categories. To classify a category, a small group of incidents 
that shared commonalities were grouped together and given tentative names with 
brief definitions. Remaining incidents were then either modified to fit an existing 
category or an additional main category with its own definition was created. 
Continuous re-examination was conducted as necessary until all critical incidents 
were appropriately classified. The purpose of this was to aim for clear-cut and logical 
organisation, with meaningful headings for sub-categories without the need for 
accompanying definitions. Thus, achieving a comprehensive coverage of all critical 
incidents (Hughes, 2008).  
5.2.4 Special Ethical Consideration 
In Studies Two and Three, given the nature of the research involving mental 
well-being, all interviews were conducted at the QUT Institute of Health and 
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Biomedical Innovation facilities, where qualified clinical psychologists were 
available for the interviewee’s counselling if necessary.  
5.3 STUDY THREE: IN-DEPTH INTERVIEWS 
5.3.1 Data Collection Framework 
In this study, semi-structured in-depth one-on-one interviews were conducted 
with young Australian men aged 18-25 years old. In-depth interviews were deemed 
appropriate because of their usefulness in investigating the emic complex viewpoints 
of respondents, which is not as restrictive as quantitative methods that only allow 
respondents to choose from a set of answers pre-determined by the researcher 
(Johnson & Onwuegbuzie, 2004). These interviews aimed to investigate: (1) the 
various types of coping behaviours employed by young Australian men; (2) whether 
their chosen coping behaviour(s) was successful in overcoming problematic online 
gaming; and (3) their reasons for choosing that behaviour. A sample of the semi-
structured questions is provided below: 
1. Why did you start online gaming? 
2. When did you first recognise that you may have had problematic online 
gaming? 
3. What made you realise you had problematic online gaming? 
4. What were the problems you experienced when you were/are gaming? 
a) How did it affect your home, school or social life? 
b) Did you experience any physical or emotional symptoms? If so, what 
were they? 
5. What did you do when you realised you may have problematic online 
gaming?  
a) Why did you choose to do that? 
b) Was this successful in letting you overcome problematic online 
gaming? 
6. Were there any difficulties faced in overcoming your problematic online 
gaming? 
7. Do you know much about where you can get help?  
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a) If yes, where? 
b) If no, would you like to know?  
5.3.2 Sampling Strategy 
The sample size for this study was n=15 that included: young Australian men 
between the ages of 18-25 years old who were currently in Australia, were playing or 
had played MMORPGs, and possessed an email address. Data saturation was 
achieved at the sample size of 12, which is recommended by Bowen (2008) to 
achieve rich and thick data. This sample size is also recommended and deemed 
appropriate by Creswell (1998) for realist phenomenology studies. Participants were 
also screened using the SOCS (Appendix 6.3). Using (Suurvali, et al., 2009) previous 
recommendation, qualitative in-depth interviews were conducted on those who: 
1. Had already recognised their problematic online gaming (contemplation) 
or 
2. Were trying to overcome their problematic online gaming behaviour 
(action), or 
3. Had overcome it (maintenance).  
This provided valuable insights into why people choose competing coping 
behaviours to help-seeking and how to overcome it.   
Similar to Study Two, this study used a non-probability convenience and 
snowballing approach where students in the Queensland University of Technology 
and young Australian males in Brisbane were recruited through online posts on 
Facebook in online gaming groups. An example of the research post is available in 
Appendix L. The sample was encouraged to participate and to ask their peers and 
family who met the requirements to participate as well (young Australian men aged 
18-25 years). To further reinforce their participation, rewards of $20 Myers vouchers 
were also offered to all participants who qualified for the interviews.  
Interested participants were first asked to complete the online screening 
questionnaire on Key Survey. Respondents were screened through the SOCS 
(Norcross, et al., 2011) regarding their problematic online gaming behaviour where 
only those in the preparation, action, or maintenance stages were recruited. Targeting 
those who had already recognised and acted on their problematic online gaming 
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behaviour was important to gain critical incidents relating to problem recognition and 
help-seeking. The sample was also limited to young male online gamers who played 
MMORPGs, as these gamers tend to experience more symptoms associated with 
addiction than any other game (Kuss & Griffiths, 2012). They were then recruited for 
the second stage of the study, interviews. Eligible potential participants were emailed 
or called to be invited for the interview stage at the QUT Institute of Health and 
Biomedical Innovation facilities, where professional clinical psychologists were 
present, should the participants require counselling. Ethical approval was sought 
from the Queensland University of Technology.  
5.3.3 Data Analysis 
Thematic analysis was conducted where open coding was first used to identify 
initial codes and themes (Fielding & Lee, 1998) and axial coding to group the codes 
into conceptual categories that reflected commonalities was then undertaken (Stauss 
& Weinlick, 1997). The transcripts were coded according to the research questions 
and components in Study Three and the interpretations were then informed and 
supported by relevant literature. The relevant literature included help-seeking 
literature, coping literature, and goal-directed theories.  
Open coding was first performed where any behaviours other than help-seeking 
were identified. This was in response to answering the research question that sought 
to identify and understand the competing behaviours to help-seeking. Axial coding 
was then performed where the behaviours were classified into the three different 
types of coping behaviours identified in the literature: self-reliance, problem denial, 
and help-seeking. All other behaviours identified and novel findings were also 
discussed and examined against the literature to develop theoretical insights. Inter-
rated reliability was also achieved at 95% where two senior academic were invited to 
validate the categories identified (Marshall & Rossman, 2011).  
In conclusion, this chapter has outlined the qualitative methodologies for Study 
Two and Three where the critical incident technique and in-depth interviews used. 
The data collection framework, sampling strategies and data analysis process were 
also elaborated. The next chapter, Chapter 6 will discuss the findings made from 
Study Two and Study Three.    
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Chapter 6: Findings from Study Two and 
Study Three 
6.1 INTRODUCTION 
Chapter 5 justified and explained the research design of Studies Two and Three 
as qualitative studies, each using a different technique of the CIT and in-depth 
interviews. In this chapter, the findings from Study Two (Section 5.2) and Three 
(Section 5.3) are presented to answer RQC2 and RQC3. Chapter Seven outlines the 
discussion of these findings, and the theoretical and practical implications of these 
studies. The following table outlines the sections that addresses the research 
questions.   
Table 6.1 Study Two and Three Research Questions and Sections 
Study Two Sections Study Three  Sections 
RQC2: How do 
young Australian 
men aged 18-25 
years old recognise 
their problematic 
online gaming? 
6.2.1 Self-
Realisation 
RQC3: What are the 
competing 
behaviours to help-
seeking undertaken 
by young Australian 
male problematic 
online gamers aged 
18-25 years old? 
6.3.1 Self-Reliance 
6.2.2. Negative 
Consequences 
6.3.2 Problem Denial 
6.2.3 Negative 
Emotions 
6.3.3 Help-Seeking 
6.2.4 Social 
Influence 
 
6.2.5. Competing 
Priorities 
 
6.2.6 Impact on 
Social Skills 
 
Additional Findings 6.2.7 Normalisation   
 6.2.8 Actual Help-
Seeking 
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6.2 STUDY TWO FINDINGS: PROBLEM RECOGNITION 
Critical incidents that arose from this study were classified into six categories 
of problem recognition triggers: negative emotions, impact on social skills, negative 
consequences, competing priorities, self-realisation, and social influence. A total of 
78 incidents were classified and categorised into 28 sub-categories and six main 
categories. This classification was developed in accordance with Flanagan’s (1954)  
empirical critical incident technique framework, where incidents were identified with 
an established unit of analysis, which was an incident that triggered the recognition 
of problematic online gaming behaviour among the respondents. Open coding was 
first conducted to develop a broad set of categories that classified the different 
incidents, which were given tentative names and a brief description. Initial categories 
were first created in accordance to the help-seeking and problematic online gaming 
literature, such as negative consequences, and impact on social skills (Griffiths, 
2010), competing priorities (Shek, et al., 2012), and social influence (Rothi & 
Leavey, 2006). All remaining incidents were then modified to fit an existing category 
or given their own main category with a unique definition, such as negative emotions 
and self-realisation. Continuous re-examination was performed until all critical 
incidents were appropriately classified into sub-categories with meaningful headings 
without the need for accompanying definition (Hughes, 2008). All incidents were 
calculated and presented as percentages of the total frequency of all the incidents 
collected, as shown in Table 6.1.   
Table 6.2 Classification of triggers of problem recognition 
Self-realisation (22) 28.2%   Social influence (9) 11.5% 
Desire for self-improvement (1) 1.3% 
 
Parental influence (6) 7.7% 
Excessive hours online gaming (7) 9.0% 
 
Peer influence (2) 2.6% 
Acknowledged addiction (14) 17.9% 
 
Girlfriend influence (1) 1.3% 
  
   
  
Negative consequences (21) 26.9% 
 
Competing priorities (7) 9.0% 
Decline in academic performance (7) 9.0% 
 
Entering university (3) 3.8% 
Decline in physical health (3) 3.8% 
 
Acquiring a girlfriend (1) 1.3% 
Lack of sleep (3) 3.8% 
 
Career opportunities (1) 1.3% 
Declining career opportunities (2) 2.6% 
 
Desire for social life (1) 1.3% 
Loss of friendships (2) 2.6% 
 
New hobby (1) 1.3% 
Strained relationships (2) 2.6% 
  
  
Loss of relationships (1) 1.3% 
 
Impact on social skills (5) 6.4% 
Lack of friendships (1) 1.3% 
 
Lack of conversation topics (2) 2.6% 
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Inability to make new friends (1) 1.3% 
Negative Emotions (14) 17.9% 
 
Social awkwardness (1) 1.3% 
Regret (7) 9.0% 
 
False sense of confidence (1) 1.3% 
Online aggression (3) 3.8% 
  
  
Disinterest (1) 1.3% 
  
  
Embarrassment (1) 1.3% 
  
  
Guilt (2) 2.6%   Total 78 
 
The largest category of problem recognition triggers included self-realisation 
(28.2%), followed by negative consequences (26.9%), negative emotions (17.9 %), 
social influence (11.5%), competing priorities (9.0%), and impact on social skills 
(6.4%). Each of these triggers are discussed below. 
6.2.1 Self-realisation (28.2%)  
This category was the most frequently mentioned trigger of problem 
recognition at 28.2%, and included acknowledged addiction and excessive hours 
online gaming.  
Acknowledged addiction: Self-monitoring is an essential part of the problem 
recognition process that provides objective feedback about one’s behaviour (Bien, et 
al., 1993). In this study, addictive feelings to online gaming, the obligation to play, 
and the compelling need to win the game were the main triggers (17.9% of total 
incidents) cited by respondents that led to problematic online gaming recognition. 
They became aware of these triggers on their own and admitted that this addictedness 
and compelling need often pushed them towards prioritising online gaming over 
other things in their lives and had negative consequences.  
But because I always care more about the game and I want to win, so I cared 
less about my results in real life. (R6, acknowledged addiction) 
…when you unlock something, it activates something in your brain that 
makes you feel good or releases endorphins or something. I don’t know 
precisely, but basically, by playing these games, it’s like an addictive 
feeling. So, a lot of the games would try to do that, especially the ones that 
are free to play. (R5, acknowledged addiction) 
Excessive hours of online gaming: Another important problem recognition 
trigger was when respondents became aware of the long hours they spent online 
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gaming and accounted for 9.0% of total incidents. In fact, the longest number of 
hours spent online gaming in one sitting was 32 hours straight without sleep or rest.  
I think when I hit the 8-10 hours mark problem, I began to think that I might 
have problematic online gaming. (R1, excessive hours of online gaming) 
Like you have to invest pretty much your whole life into the game, and it’s 
just like I... the longest I’ve ever spent back-to-back, non-stop, was probably 
around 32 hours’ worth of games. (R12, excessive hours of online gaming) 
Hence, these findings are in line with Kanfer’s (1970a) self-regulation model  
that proposes an intentional focusing of one’s behaviour leads to problem 
recognition. Respondents were able to observe their own problematic behaviour and 
recognise their addiction despite experiencing the exciting emotions and pleasure 
gained from their problematic online gaming behaviour. Excessive time spent online 
was also found to be consistent with Griffiths’ (2010) findings that excessive online 
gaming may be viewed differently by individuals in terms of its detrimental effects 
on their well-being. This study found that gamers varied in what they regarded as 
excessive time online.  
6.2.2 Negative Consequences (26.9%)  
This category comprised 26.9% of total incidents that triggered problem 
recognition towards problematic online gaming and included dimensions of declining 
academic performance, declining career opportunities, decline in physical health, 
lack of sleep, strained relationships, and loss of friendships and relationships.  
Declining academic performance: The tangible incidents of failing units and 
dropping grades were other common triggered (9% of total incidents) of problematic 
online gaming recognition among respondents. They served as evidence to the 
respondents that their online gaming behaviour was becoming problematic.  
Grades definitely dropped... And then when I have left assessments too late 
and as a consequence, the grades have suffered. (R11, declining academic 
performance) 
It basically stemmed back [to] when I accidentally failed two subjects… It 
took me to realise that my grades weren’t doing as well because I was 
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gaming too much, which is a problem. (R7, declining academic 
performance) 
Decline in physical health and lack of sleep: Deprivation of sleep and poor 
physical health often incited symptoms of lack of energy, or spinal and limb issues 
that served as triggers of problematic online gaming recognition. Both sub-categories 
consisted of 3.8% of total incidents each, 7.6% collectively. The following quotes 
exemplify this category: 
…but I feel like I’ve been sitting around a lot more when I have been 
playing games, and I can feel my legs aren’t as strong as they were… That’s 
something that’s changed my body, and has made me recognise that I might 
have a problem with the gaming. (R10, decline in physical health) 
…health, like back issues, neck issues, hand, legs… That would also 
contribute to me realising and stopping. (R9, decline in physical health) 
These findings support past research by Young (2009) who discovered that 
young online gamers neglected sleep, diet, and exercise, which resulted in negative 
mental, emotional, and physical outcomes. It is also supportive of the SOC view that 
negative consequences, such as poor health and academic outcomes, can trigger 
problem recognition, as they force respondents out of potential problem denial 
(Prochaska & DiClemente, 1983). 
6.2.3 Negative Emotions (17.9%) 
This category accounted for 17.9% of total incidents and included the emotions 
of regret, online aggression, embarrassment, guilt, and disinterest.  
Regret: The sense of regret was a dominant emotion-based trigger (9% of total 
incidents) that arose mostly due to the loss of friendships and loss of opportunities 
for real life achievements and socialising with friends as a result of the respondents’ 
problematic online gaming. For example: 
Ah, social life, for one. I didn’t have one, don’t really have one… On 
occasion, like say we have a raid night on Thursday night and some of my 
friends wanted to go out to a movie. I’d say “Sorry I can’t go” because I had 
a raid. The next week they just wouldn’t invite me because they’d knew I 
had a raid, and I missed out on a fair few things. (R4, regret) 
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Online aggression: Respondents also expressed that they became easily 
angered, verbally abusive, and bullied others online after online gaming, which 
triggered problem recognition and contributed to 3.8% of total incidents. An example 
of this sub-category is seen in the following quotes: 
...probably, ages 17 and 19. That was when I was a bit abusive towards some 
people. Not in everyday place but in high intensity moments. (R4, online 
aggression) 
I’ve gained a bit of a temper here and there, but that only rocks up if it’s just 
really, really stupid things occur. (R7, online aggression) 
Embarrassment: The feeling of embarrassment as a result of problematic 
online gaming was another trigger that accounted for 1.3% of total incidents and is 
supported in the following example where being found gaming in his pyjamas 
embarrassed the respondent:  
During the summer, it might have been an instance when I was still in 
pyjamas and I’d play it all day. Mum and dad would come back home and I 
hadn’t really moved much or I hadn’t done much else that day. (R10, 
embarrassment) 
Past research has shown similar findings in relation to gamers displaying 
aggression and anxiety (Chan & Rabinowitz, 2006). The results of this study also 
highlighted negative emotion, such as embarrassment, regret, and guilt. Notably, no 
respondents reported suicide attempts or severe depression. 
6.2.4 Social Influence (11.5%)  
This category related to social influences and included dimensions of parental 
influence, peer influence, and girlfriend influence. It contributed to 11.5% of total 
incidents. Friends, family, and girlfriend were cited as the most common social 
influences that informed participants of their problematic online gaming behaviour or 
who expressed their disapproval towards the behaviour.  
Parental influence: Parents were the most common source of social 
accounting, for 7.7% of incidents recorded. While some parents tried to talk to their 
children, some expressed explicit disapproval of their children’s online gaming 
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behaviour and one even forced an ultimatum upon their child. The following 
evidence supports this concept:  
My mum was getting extremely aggravated by me playing games all the 
time. When my grades started dropping, she would yell at me every time she 
sees (sic) me on a game, which was bad for her health most of all. (R3, 
parental influence) 
Ah, she said “Sort it out or move out”. Cause, I was living with her at that 
time and she was getting fed up with it… Yeah, this was when I was living 
at home doing the long hours and she just said, “Kid, sort it out, get your life 
together, or you can move out”... Yeah… it sort of pushed me off it [online 
gaming] a little bit. (R4, parental influence)  
Peer influence and girlfriend: Friends and girlfriend were the next most 
common source of social influence, accounting for 3.9% of total incidents. Incidents 
such as friends questioning the excessive online gaming behaviour and girlfriends 
expressing disapproval were found to trigger problem recognition. 
Friends, yup! They would always, like, see me and ask, where am I. They 
would call me. So, after disappearing for a few days and people would start 
talking. Yeah, it’s like a wake-up call, like, what are you doing? (R9, peer 
influence) 
My ex-girlfriend I was living with, I remember playing games and she 
wouldn’t like that. She got really annoyed at that and I was like “I’m just 
gonna keep playing anyway, go and watch TV or something”. She sort of 
held that over me a little bit. (R5, girlfriend) 
These findings depict the importance of social influence, such as friends and 
family, that contributed to problem recognition among the respondents. As such, they 
contribute to Hodgins & el-Guebaly’s (2000) call to acknowledge the significance of 
social influence towards problem recognition.  
6.2.5 Competing Priorities (9.0 %)  
This category relates to the positive incidents that triggered problem 
recognition among problematic online gamers (9% of total incidents). It included 
dimensions of entering university, acquiring a girlfriend, career opportunities, the 
desire for social life, and new hobby.  
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Entering university: The start of a new degree is a common phase in life for 
young Australian males aged 18-25 years old. As respondents began to realise that 
they could not cope with both university studies and online gaming, this eventually 
made them re-evaluate their online gaming behaviour, leading to problem 
recognition and the need to prioritise their university studies over online gaming. 
This sub-category accounted for 3.8% of total incidents and is supported by the 
following excerpts.  
So, I play from 11pm to 5am and I wake up at 9am and play all day. I 
wouldn’t do anything else pretty much, basically six days a week. Ah, when 
I went back to uni and tried to do the same thing and I just couldn’t do it. 
(R4, entering university) 
I felt that indulging myself into school and social life was... I started really 
learning how much more important that was over my gaming and I was... 
and because of that priority change, I started gaming less and less and less 
and less. (R12, entering university) 
Acquiring a girlfriend, career opportunities, desire for social life, and new 
hobby: The desire for a social life, acquiring a new girlfriend, rising career 
opportunities, and new hobbies were found to have a similar positive impact on 
problematic online gamers in that they forced participants to make a decision about 
prioritising the new activity over online gaming. Each sub-category accounted for 
1.3% of total incidents and collectively accounted for 5.2% overall. These quotes 
exemplify these classifications:  
So, it just became… especially when I, like, had a girlfriend and stuff, it 
was... I had very little time for that and that’s what led to me not playing 
anymore games… I felt that the need for me to play games became less and 
less. So, as my social life become more and more because I had less time, 
especially with those people who don’t indulge themselves in games... (R12, 
acquiring a girlfriend) 
People are liking my music. I’ve received an e-mail from a person overseas 
– this is my biggest trump card – a random person from overseas just said, 
“Hey, your music is good. Is there more coming out?” I’ve just gone, wow, I 
have to get back to this. Sorry, gaming, you’re just going to take a standby. 
Let me just get back to this. (R7, career opportunities) 
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...sports competitions, like I had a lot of pressure from my sport actually 
because I had a lot of like seminars and stuff I had to attend and I needed to 
like... I had like a lot more training sessions… and I trained so hard for that, 
and it’s just that... those realisations... like those changes in priority that 
make you game less. (R12, new hobbies) 
Triggers in relation to competing priorities were generally positive, which 
supports Barber’s (2002) claim that individuals can engage in behavioural change for 
positive reasons.  
6.2.6 Impact on Social Skills (6.4 %)  
This category related to the negative impacts on social skills from online 
gaming that triggered recognition of problematic online gaming among respondents. 
It accounted for 6.4% of total incidents and included the dimensions of lack of 
conversation topics, inability to make new friends, social awkwardness, and false 
sense of confidence.  
Lack of conversation topics: This sub-category refers to the lack of 
conversation topics that respondents experienced with their real life friends after long 
periods of online gaming. As they had not partaken in similar activities to their peers, 
it became difficult for the respondents to acclimate themselves to the conversation 
topics. The following quotes support this classification:  
I really think that you alienate yourself a little bit when you play computer 
games a lot, because unless you meet someone who plays games like you do 
as well, you’ve got no common ground... It’s probably pretty hard to a 
conversation with someone if you’ve got no other common ground other 
than games? (R5, lack of conversation topics) 
Just because our social circles – maybe not everyone plays games, so you 
don’t really want to bore everyone with gaming talk. (R10, lack of 
conversation topics) 
Inability to make new friends, social awkwardness, and false sense of 
confidence: This sub-category refers to the negative impact on social skills that 
respondents experienced from their problematic online gaming behaviour. They 
found that they were unable to make new friends, experienced increased social 
awkwardness, and that the gaming also gave the participants and their friends a false 
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sense of confidence. These incidents accounted for 1.3% of total incidents each and 
3.9% collectively. The following quotes support this classification:  
But I can’t imagine how to make friends. I moved to Brisbane about two 
years ago, and from back [in] some small county town. The first thing I have 
to do is to make some friends. I thought that I have no idea how to do this, 
because for the 15 years beforehand, I was just playing games and so that 
was a… that was a moment. (R1, inability to make new friends) 
And one good thing that comes out of it (gaming), is it gives people 
confidence and such, but it’s fake confidence, so it’s backed up by nothing 
but video games, so there’s particular friends of mine [who] have developed, 
like, really egotistical personalities, they were really conflicting, and they 
were really hard to get along with them (sic), because they think they’re 
better than everyone else because of those games. (R12, false sense of 
awkwardness)  
It appears that this social skill factor was both a motivator for desiring to play 
online games and a driver for problem recognition. As such, it highlights the 
complexity between drivers and detractors of problematic online gaming. In view of 
this complexity, the following sections discuss associated factors related to problem 
recognition: normalisation and actual help-seeking. 
6.2.7 Normalisation  
Normalisation was found to be a collective theme among respondents, where 
problematic online gaming behaviour was a common and socially accepted 
behaviour between the respondent and friends. One respondent (R12) summarised  
how the normalisation and desensitisation process hinders problem recognition in the 
following example: 
It was the fact that everybody had problematic gaming that it seemed 
normal. And because of that normalisation, we did not believe that we had 
problematic gaming because everybody did that. If everybody did that, then 
we believed that that would be normal. It was literally the desensitisation of 
the fact that we played... everybody played games, and we played it a lot, 
and that was what led us to not think we had problematic... we think (sic) 
that it was everybody else that had the problem. (R12, normalisation) 
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It can be seen in the process of normalisation, similar to past normalisation 
studies, people tend to compare themselves with others with much more severe 
problematic behaviours to distinguish themselves as unproblematic (Peretti-Watel, 
2003). As discussed in the literature review, the drinking behaviour of other students 
can become a standard for acceptable behaviour. Thus, young adults tend to compare 
their own heavy drinking against such inaccurate standards, which prevents them 
from adopting an objective problem recognition process (Agostinelli, et al., 2004). A 
similar observation can be made with regard to this respondent highlighting how he 
had observed the problematic gaming behaviour of “everybody” and felt that it was 
normal. Hence, this finding is supportive of the view that social influence can also 
play a negative role in the problem recognition and help-seeking process (Codd & 
Cohen, 2003). However, it was interesting to note that despite normalisation of 
problematic online gaming, the respondent was still able to recognise his problematic 
online gaming because of competing priorities in his life, such as entering university, 
acquiring a girlfriend, and a new hobby.  
6.2.8 Actual Help-seeking 
In this study, all respondents had recognised their problematic online gaming 
and were invited to elaborate on their triggers of problem recognition. An interesting 
finding was that seven out of 12 respondents had engaged in actual help-seeking 
behaviour. This is where respondents had already sought help and were elaborating 
on from whom they had sought help, why they had sought help, and how they had 
sought help. Notably, this help was sought predominantly from parental sources. A 
key reason for the choice of parents was the high level of trust they had for them, 
together with the lack of other help-seeking sources. The following quotes support 
these findings:  
Ah, parents mainly. Parents are probably the only one I had to go to because 
I didn’t have any friends during high school. So, parents for the main was 
the ones I would have spoken to and they agreed and just accepted that, you 
know, I got (sic) a problem. (R1, actual help-seeking) 
I’ve talked to my parents a lot about it – more specifically mum, because I 
have a way stronger connection with my mum than my dad. (R2, actual help-
seeking) 
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I talk to my parents, but not everything about it. But I chose my parents 
because I know that they will give me truthful advice and I trust in them. 
And they also don’t play games, so they can tell me the truth. I have seeked 
(sic) help from them last semester. (R6, actual help-seeking) 
Others indicated that they recognised the problem, but had not yet discussed it 
with anyone. For example, in the quote below, the respondent was trying to protect 
his parents from his problems, and felt that he had to deal with it on his own.  
You’re the first person that I’ve actually spoken to… I haven’t gone to other 
people yet. I don’t talk to my parents about it because I’d prefer to keep 
them in the dark about my problems, especially after what happened a 
handful of years ago. I don’t want them to know. Just to make their lives so 
much easier, so that way they worry less and focus more on being happy, 
being parents, stuff like that. (R7, did not discuss with others) 
Another key finding was the ways respondents would try to cope with their 
problematic online gaming on their own prior to help-seeking. All respondents had 
attempted to reduce their online gaming at least once after realising they had 
problematic online gaming. The most common way was to set time limits and 
prioritise their studies.   
I think, I think schedules was good (sic). By having this certain amount of 
time to spend of gaming, then working out for a week. But I kind of ended it.  
But that was the most effective way. (R1, self-help) 
Because last year, my grandfather passed away and I had a friend, quite a 
friend, [who] passed away. So, you know, I wasn’t in the best state of mind, 
and she (Mother) knew that. And, yeah she was trying to help at the 
beginning of the year, like she helped me set a timetable and I tried to stick 
to it.  It didn’t work for that six months, but now it’s working. (R3, self-help)             
It was interesting to note that the effectiveness of the time schedule varied 
when respondents received support from their family in reducing their online gaming 
behaviour versus those who tried to reduce their problematic online gaming alone.   
 Based on these findings that illustrate the wide range of triggers of 
recognition for problematic online gaming and outcomes in relation to help-seeking 
behaviour, an integrated conceptual framework of help-seeking and stages of change 
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(See Figure 6.1) is presented below. At the pre-contemplation stage, triggers of 
problem recognition will encourage transition into the contemplation stage, where 
actual problem recognition occurs. This is likely to lead to the preparation stage 
where the decision to act takes place. At this stage, it is proposed that all individuals 
are likely to move to the action stage; however, there will be differences between the 
types of actions undertaken. Some will select a source of help and shift to actual 
help-seeking behaviour leading to actual problematic behavioural change. Others 
may bypass help-seeking and move directly to the actual problematic behavioural 
change, as shown in the results of this research, where five respondents changed their 
problematic behaviour on their own. For those who shift into the maintenance stage, 
it is proposed that they may consider actual help-seeking, and thus engage in the 
selection of the source of help. 
In conclusion, Section 6.2 has outlined and elaborated on the findings of Study 
Two which led to the development of the classifications of triggers of problem 
recognition and an integrated framework of help-seeking and the stages of change. 
The following section, Section 6.3 will discuss the findings made for Study Three.  
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Figure 6.1. Conceptual Model from Study Two 
(Developed for this study) 
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6.3 STUDY THREE FINDINGS: DECISION TO ACT 
The total number of respondents in this study was n=14. It was discovered that 
all respondents had attempted some form of self-reliance and all had stated that they 
had successfully managed to control their problematic online gaming behaviour. Ten 
out 14 also shared that they had attempted problem denial while dealing with their 
online gaming behaviour, while seven shared that they had engaged in help-seeking 
from formal and informal sources. Only three experienced successful problematic 
online gaming management from help-seeking. The following sections elaborate the 
findings of this study.  
6.3.1 Self-reliance 
All respondents were found to have engaged in some form of self-reliance. 
Several forms of self-reliance used by the young men included: (1) self-control 
(trying to limit oneself without the use of established time limits), (2) quitting cold 
turkey (stop playing the online game completely), (3) time limits (self-imposed time 
limits), (4) focusing on other life priorities, and (5) game swapping (replacing the 
addictive online game with another less addictive game). For example: 
Yeah, and I’ll start by trying to cut down the hours I play, which usually 
doesn’t work, so I will generally just uninstall it from my computer and stop 
playing. (Respondent F, cold turkey) 
I think it’s both passivity in a sense, I know I don’t have much time for it 
anymore, and actively, also like when I’m at home, I will set, like, time 
limits for myself to play. Like, if I still have the urge, I’ll say “Okay, okay, 
let’s stop at 10 games”, so I’ll play a quick 10 games, it will probably take, 
like an hour, and then I’ll get back to my other stuff. (Respondent I, time 
limits) 
That’s when I realised that all the games things, like yes, it’s my enjoy[ment] 
and entertain[ment], fun at the same time, but it doesn’t add any value for 
my real life, like my own value, so that’s when I stop, and yeah, I try to 
focus on things that would benefit me, in terms of, like, my careers, yeah, 
further in the future. (Respondent B, focusing on other life priorities) 
It is notable that the self-reliance coping behaviours tended to depict two 
underlying approaches. The first approach was to control the problematic online 
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gaming behaviour through behavioural maintenance (self-control, time limits, and 
game swapping), while the other approach was more avoidance (quitting and 
focusing on other life priorities), which pushed respondents to avoid the addictive 
feelings they had towards online gaming. A possible explanation for this is the 
differing levels of self-regulation among respondents. Self-regulation refers to one’s 
ability to develop, implement, and flexibly maintain one’s intended behaviour in 
order to achieve one’s goals (Brown, 1998). It is theorised that individuals with low 
generalised self-regulatory capacity will be less capable of developing adaptive goals 
and monitoring their current status towards their goals. In this case, overcoming 
problematic online gaming. They are more likely to prefer activities with immediate 
gratification, as compared to those with higher self-regulatory capacities (Hustad, et 
al., 2009). Possible evidence of this theory can be seen in the comparison of the 
following examples: 
So, the problem I faced was I thought, like, I was too much addicted to that 
and I don’t want to be addicted to something for a long time. So, yeah, that 
was the time I reckoned that I should probably give it [up] the last time and 
should leave it. (Respondent A, does not want to remain addicted) 
I definitely thought I could maintain it (online gaming), because it seemed 
very relevant to my career goals. It’s probably become less relevant over 
time because I have a way better understanding. I can now act on my 
understanding in my career. So, it’s like, yeah, I still do it, but I am 
definitely very wary of it. Like, I don’t see it as sitting down to, like, have 
fun. I see it as, I can potentially waste, like, six hours here if I get, like, off-
trail. It’s the same, like browsing the Internet, it’s the same as Internet 
addiction, I feel. (Respondent C, does not want problematic online gaming to 
interfere with his career goals) 
Because if I… if I stay at home and there’s no one there, I will play 
computer, that’s all.  Because that’s all I do. (Respondent G, found it hard to 
control his online gaming behaviour if left alone) 
... subconsciously, like, my brain was thinking, oh, it’s probably a better idea 
to go do something else, but it was never a decision that I, right, like, 
specifically made that I am going to do something better. It was just, like, I 
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don’t want to do that anymore. (Respondent K, felt it was better to do 
something else apart from maintaining his problematic online gaming) 
A respondent also summarised the struggle between short-term gratification 
and long-term potential goals, which strongly supports the self-regulation 
explanation. 
Like, I still am very aware of things I have to do, and like, how I could be 
better spending my time, but it’s definitely a case of the short-term 
gratification of, like, playing a game or reading something on the Internet; 
it’s way better than the long-term potential goal of getting other things done 
in your life. So, I haven’t really still figured it out how to properly manage 
my time with it. It’s kind of like an ongoing struggle in my life, I think. 
(Respondent C) 
Hence, based on the argument and the excerpts above, it seems that goal 
development and self-monitoring are essential for young Australian men to 
overcome problematic online gaming. It further suggests that differing levels of self-
regulation may have an influence on how easily one may control or choose to control 
their problematic online gaming.  
A difficulty reported by respondents while attempting self-reliance was the fear 
of falling back into problematic online gaming while overcoming it. One respondent 
described his experiences and fears in the following example: 
Anyways, yeah, so one more thing is [it is the] same as any other addiction. 
With alcohol you can stop, you can say “Yes, I finally got off it, like I’m 20 
months… two months sober, or two months out of gaming”. But then, even 
once in a while you have to be careful, because once you fall back in, you 
fall really fast and really hard. So, I remember it from this experience where 
I stopped playing for two months I was so happy about it, it’s like I didn’t 
feel the need to game anymore, I’m out of this, but then once… after a 
while, like, you know, I feel sad, I feel lonely, I break-up with my girlfriend 
or something, just any trigger, I just fall back to my comfort zone. 
(Respondent L) 
This evidence indicates that the respondent was using online gaming as a form 
of coping tool to cope with boredom, depression, loneliness, sadness, and difficult 
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life events. When asked to explain his answer a little more, the respondent provided a 
more in-depth reason for why he took up online gaming again.  
…Yeah, I played a lot, and then realised, oh, it’s bad for me, you know, my 
grades aren’t that great, when I received grades, it’s not that great. So, I just 
quit, and then I concentrated on study, tried to focus. Then I was kind of far 
behind, you know, kind of far behind, I kept trying and trying but then I 
didn’t get the results I wanted, so I was depressed and sad. And then I think I 
had, like, a fight with my girlfriend or something along those lines, or 
something bad, a negative influence for my emotions, and I just felt the need 
to be comfortable again, so I just went back to gaming, and just… I found a 
haven, you know, it’s like my own personal spot, haven. But then it takes up 
all your time, so… (Respondent L) 
This finding is in line with previous findings stated in the literature review 
where some scholars suggest that an individual’s coping behaviour to stressful 
situations are fixed and that their chosen coping behaviour will always be consistent 
(Kirton, 2003). It is clear that even though this participant had experienced success 
with overcoming his problematic online gaming, because he had previously used it as 
a coping tool to alleviate boredom and negative emotions, he easily slipped back into 
problematic online gaming when faced with negative emotional situations and 
boredom, as he was used to using online gaming as a coping tool. However, Kirton 
(2003) also mentioned that coping behaviours can be modified through learned 
coping techniques and motivations to function outside one’s preference. In other 
words, young Australian men can learn to choose more effective coping behaviours 
when taught how to do so, or when they set goals for themselves to achieve. This 
was evident in this participant who eventually learnt how to control his problematic 
online gaming through online gaming displacement (game swapping), which 
eventually led to long term success and confidence in controlling his online gaming 
behaviour, as shown below. 
I stopped again, I… you know, I found something else to do, something 
more exciting, something new. Something new, there’s a big thing, 
something new, and I got bored with that new thing, you know. Sorry, 
[jamming] so, yeah, I was really focused, jamming, you know, actually I just 
broke up with my girlfriend, so I just started jamming to distract myself, 
when I was jamming, see, I didn’t feel like I wanted to do gaming, because 
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when you’re playing you’re just sitting down, you can reflect back, whereas 
when you’re doing sports you’re kind of distracting yourself with something 
else, yeah. (Respondent L, game swapping) 
So, I’m over it because right now I’m in a stage where I don’t feel like… in 
my opinion this is how I felt when I play a game, all right, I’ll just play one 
game, ah, yeah, that’s more than enough for me, I don’t need this anymore, 
I’ll just start doing something else. That’s when I get sick of it, I get bored of 
it, and I feel like I don’t need to, I have better things to do, or I need to sleep 
early because I have to work tomorrow, so it kind of… eventually I grew out 
of it, you know. So, now I don’t see it as a problem. (Respondent L, does not 
feel addicted to online gaming any longer) 
Two other respondents also depicted difficulties in controlling their 
problematic online gaming when they used online gaming as an emotional coping 
tool or were not aware of how to properly control their online gaming behaviour.  
And recently, on this holiday break between semesters I thought… my 
friends were, like, come, we’ll get it back and we’ll start playing it again, 
and I like chose to, like yeah, I’ll do that, because I have all this free time 
off. (Respondent K) 
 So, at that time, just playing long hours because I did know that I was 
playing really long hours and after school as well probably. When I do play 
an online game I do find it hard to stop playing during particular times. So, 
even if I play one, the last one I played, it’s hard to stop playing less than 
probably three or four hours. Yeah, and it’s hard to find - pick a point when 
to stop playing. (Respondent F) 
Hence, these excerpts highlight the importance for young Australian men to set 
goals and motivations for themselves in order to effectively control their problematic 
online gaming. Developing higher levels of self-regulation appears to have an 
effective outcome towards preventing those with problematic online gaming from 
choosing to rely on online gaming as emotional coping tools again.  
6.3.2 Problem Denial 
This can be seen in the examples below where respondents attempted to avoid 
recognising their problematic online gaming behaviour. Problem denial is distinct 
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from lack of problem recognition, in that problem denial occurs after problem 
recognition and is a decision that an individual makes (Brezina, 2008; Simpson & 
Tucker, 2002). Among those who reported choosing self-reliance, ten out of all 14 
respondents indicated that they had also previously engaged in problem denial before 
attempting self-reliance or help-seeking to control their problematic online gaming. 
And, I don’t know, it’s counterproductive to blame anyone but yourself, but 
I kind of wish I got pushed more in those junior years, because I was already 
in, like, the high classes and everything, and it just felt like I never got given 
a very big workload or anything like that, so it was just really easy to score 
well and just have this huge block of free time. And then coming into my 
senior years, like, I just already had this horrible work ethic, and addiction, 
like, stopped me excelling in my senior years basically. (Respondent M, felt 
that online gaming did not affect his grades) 
I probably realised, probably a month into playing, that I was playing 
excessively, but I was enjoying playing the game, so I just continued to play 
it for a while. Yeah. And at that point then I felt I’d… you know, after about 
nine months, I felt I was just doing the same thing over and over, and that’s 
when I decided to stop playing that one at that point. (Respondent F, online 
gaming was too enjoyable) 
But to me, I guess during that period of time when you are enjoying 
yourself, if you are enjoying doing something, to you it’s not a waste of 
time, to you it’s productive. So, I knew I had a problem, but then I was 
happy with, I mean, the problem was a lot better than the people who take 
drugs... I would say it’s a bit detrimental to health, because you’re just 
playing games and you’re not really physically active or anything. But I just 
felt, I guess it’s a phase in which teenagers go through, some people go 
through gamings, and yeah, like I said, it was my time. (Respondent N, 
online gaming was not affecting his grades or health and it felt normal for 
teenagers to online game) 
Only after like a few months, when it was the exam period, when it was 
nearing tests and stuff like that, there was an obvious decline in grades, and 
my parents were definitely aware of this, so they started to be more 
controlling of my playing times, and that was when I kind of realised, but I 
didn’t change overnight. I mean, as a teenager, we’re always doing lots of 
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things anyway, even though we know that, okay, my grades are declining, 
but I can just, like, better manage my time, but I wouldn’t give up my time 
playing, just try to study but play as well. I didn’t treat it as a very big 
problem. (Respondent E, online gaming appeared normal to him) 
As shown in the above examples, the main reasons why respondents engaged 
in problem denial after their problematic online gaming recognition seems to be 
because they believed that their online gaming was normal and also manageable, in 
that it did not have a major impact on their grades or lifestyles. Such findings are 
similar to the normalisation literature, which describes stigmatised or deviant 
individuals or groups who are becoming included in many features of everyday life 
where their identities or behaviour have become increasingly accepted and perhaps 
eventually valued (Parker, 2005). In this study, it is evident in the quotes above that 
the normalisation of online gaming among similar peer groups has made problematic 
online gaming an accommodating disorder, in that it is a normal activity among 
teenagers and young adults. This makes it harder to recognise when someone may 
actually be experiencing problematic online gaming. Moreover, because online 
gaming was an enjoyable activity that did not seem to impact their life priorities, it 
was deemed an acceptable activity to cope with boredom, even despite parental and 
peer disapproval at times. Fortunately, most respondents stated that they engaged in 
self-reliance when they realised that they needed to manage their problematic online 
gaming behaviour.  
6.3.3 Help-seeking 
In this study, seven out of 14 respondents had attempted several forms of help-
seeking, though only three experienced successful help-seeking from friends and 
family. A common reason among these help-seekers was that they were first 
approached by their friends or family members to discuss their problematic online 
gaming. The following examples depict this finding: 
Because every time, maybe it was different things, like when your friends 
are discussing why you got low grades and some of my friends were saying 
that because of this exam, because of this exam, and they might say, “He got 
lower grades because of his gaming.” So, I said, “Yeah, I’m trying to reduce 
it sometime.” (Respondent A, approached by friends) 
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One time, must have been probably like a year after starting playing WOW, I 
went for a run with my brother, and when we were running, he was talking 
to me, he’s like, “You’re addicted”. I’m like, “I’m not addicted”, and then he 
kept telling me all this stuff like “You don’t do this stuff anymore”.  Like, he 
was really, like, just, like, shoving my face in what I’d been doing, and it 
was, like, oh yeah, that doesn’t make sense. Yeah, I think because my 
brother, and then it was, like, looking back on the points he was making, and 
like, yeah, realising that what he’s saying is actually true and I guess that 
sort of… yeah. I think he was. (Respondent G, approached by family) 
Oh maybe, yes, there should be, there should be in denial. Because I think 
there was one period when I was, like, “Do you think I”… like, I asked my 
friends, “Do you think I’m addicted to DOTA?”, that’s all. Oh, some of them 
say yes, some of them say no, like when I ask them, maybe. (Respondent G, 
tried to ask friends if he had problematic online gaming) 
For one respondent, their parents intervened and forced them to speak to a 
professional counsellor.  
No, it was actually an outside counsellor.  Someone who was… who she sort 
of knew and was sort of just… not specifically for gaming or anything, it 
was just sort of a generic counsellor, like a life relationships counsellor. I 
guess I just didn’t even realise and for me it was like well when I did… 
when I did sort of realise, well, when I say realise, I should say was pointed 
out to me. My mum actually took me to see a counsellor, and only for just 
one session, and the counsellor basically just talked to me much in the same 
way you are, but, you know, more back and forth instead of me just talking.  
But, yeah, the counsellor just sort of said, you know, “Yeah, just cut back a 
bit, you know, it’s an unhealthy lifestyle”. (Respondent J, forced to speak to 
a professional counsellor) 
For two others, they chose to seek help because they were taught in a church 
setting about the importance of accountability partners. Hence, this made them seek 
an accountability partner when trying to overcome their problematic online gaming.  
Yeah, I do, like, I told my friend who advised me, and I told him that this 
semester I stopped playing games, I try and study as well. He said “Good”, 
because also we try to keep up, even though he went back, we try to keep 
updated, and share life, yeah. Yeah, he would, like, give me some advice as 
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well, and yeah, besides that he would keep an eye on me as well, keep an eye 
on me whenever I lose track, get back to that gaming, then he would, like, 
give me a pat, “Hey”. (Respondent B, established an accountability partner) 
So, okay. So, the first thing I - I think, like, if you recognise that you have a 
problem, I think, like, you have solved half of it already. Like, I think for 
me, the best aspect was to share it with everyone, and it takes a lot of 
courage. So, I started telling - I didn’t tell my family members, but I told, 
like, Life Group, people from the church, that I was going to stop. So, I think 
accountability is really a good way to stop. (Respondent E, established an 
accountability partner).  
From the quotes above, it can be seen that there were a variety of informal and 
formal help-seeking behaviours undertaken, though not all were successful. For the 
respondent whose mother had forced him to seek help from a professional 
counsellor, he claimed that the counsellor did not help him to recognise his 
problematic online gaming, as he felt that it was not a problem and that his mother 
was overreacting. This was his quote: 
So, 2006 was the first year that I really started going hard, and that was, I 
think, when my mum started noticing, in 2007… I think it was late 2007 
though, she sent me to the counsellor and I have to say it didn’t really have a 
big effect on me, and mainly because I didn’t feel like there was a problem, I 
couldn’t see it, so, I thought, well, you know, my mum’s overreacting... 
(Respondent J) 
He later explained that he did not feel that his mother and the counsellor 
understood the nature of online gaming, and hence, were not in a position to 
determine whether online gaming was good or bad for him. 
Because, see, my mum and this counsellor, they didn’t understand that good 
could come from online gaming, you know, and that there can be actually 
good things about it. It was just, you know, sort of bad. And, so I sort of, you 
know, I mean, what do I say to a counsellor about that, you know? “Oh 
actually, I found a really good friend”. So, it’s something that the counsellor 
or someone who’s helping needs to understand, is that, yeah, exactly what… 
the nature of online gaming, you know. (Respondent J) 
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This was a key finding, as several other respondents also cited similar reasons 
for why they did not trust their parents, because they did not understand the nature of 
online gaming. The following excerpts exemplify this: 
Not about that, no. My parents… it wouldn’t even make a difference to 
them, like, they’ve been pretty like laidback, like, yeah, you can do whatever 
you want, and if I gravitate towards videogames then they don’t really care, 
as long as you play videogames, go outside, it doesn’t really matter. So, it 
didn’t really seem like an issue to them, so there was no point in trying to 
talk to them. And plus, I didn’t see a need to at the time, and then my 
brother, yeah. (Respondent K) 
I’d much rather the advice of someone who understands why I enjoy it.  And 
I think that was the real problem with my parents, like they had no idea or 
comprehension that it was something that was worthwhile, or something that 
was worth doing.  Like, if dad sat down and tried to play a game with me or 
whatever, and then understood why I liked it, and then maybe I’d respect his 
call more to be, like, “Oh well, but still, you don’t have to spend so much 
time on it, like, I can see it’s fun, I can see it’s amazing, I can see the 
positive benefits of it, and I think that would be the best thing to do with a 
friend”. Like, realise why they like it instead of just treating it as, like, this 
horrible addiction, and just shame it, because again, all things are good in 
moderation. (Respondent M) 
In fact, when respondents felt unsupported and misunderstood by their parents, 
this often led to frustration, conflict, and unwillingness to talk to their parents about 
their online gaming behaviour and ambitions. 
And also the fact that I wanted to do this as a career has never sat 
particularly well [with] my parents, and it’s… once again it’s because they 
don’t understand that, you know, that games are a lot bigger than just a 
waste of time, as they would say, “It’s just a waste of time, a waste of time”, 
and that was really frustrating. And even now it’s a little frustrating because 
they don’t understand. There’s a documentary I want to show my mum 
called… My mum’s a pretty understanding person, so I know that she’s not 
really unwilling to listen. …Yeah, and so a lot of people just don’t 
understand that. The generation coming through now does, but the one that’s 
sort of going out, yeah, so… (Respondent J) 
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Dad kind of just, like, ended up just pulling out the internet plug and things 
like that, which was… is obviously just, like, not an effective way to try and 
reach a compromise with your son. But mum tried to work with me, but I 
think she eventually just got disheartened with it and felt like she wasn’t 
getting anywhere. And, like, I can identify that I’m not good at cooking now, 
because I chose to game instead of, like, help mum with dinner or whatever, 
so, again, I can’t blame anyone but myself, but it would have been really 
nice if the whole family could have worked to come to a compromise that 
everyone was in a little bit of agreeance with, because, yeah, it generated a 
fair bit of conflict. (Respondent M) 
Based on these findings, some key barriers towards help-seeking have been 
illuminated, in the need for trust and mutual understanding from the person they are 
seeking help from and problem recognition about problematic online gaming. 
Respondents needed to know that their parents were not unreasonable, but instead 
were supportive and willing to discuss problematic online gaming in an empathetic 
and reasonable manner.  
Respondents were also explicitly asked to identify barriers to their help-seeking 
and the following myriad of reasons were described:  
I was having a lot of trouble finding work, or like, I was living with my mum 
again after I failed at university and I needed to move to Brisbane and start 
looking for work. And I had fatigue and anxiety problems and depression as 
well. So, when I failed at university, I had a bit of a mental breakdown and 
the doctor recommended me to go and see someone. And so I saw someone 
the next year for, like, three appointments and then didn’t really continue it 
anymore from that, because I didn’t really find it beneficial anyway. I 
remember I called up my mum, because I had this assessment to do, but I 
was kind of like freaking out and I couldn’t do it. (Respondent C, failed past 
help-seeking experiences) 
I mean one of the big reasons why I sort of went to all the advice and 
everything is just because my mum doesn’t understand, and the counsellor 
did try to understand, but didn’t, you know, and these people they don’t, I 
mean, and online gaming’s pretty new and it’s kind of not really niche 
anymore. And I think for those people who really want to get help who have 
a really serious problem, they need someone who really understands the 
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problem, you know, you can’t just go to a normal counsellor who’s used to 
counselling, relationships, and abuse. It’s not the same. And… yeah. 
(Respondent L, did not feel understood and did not believe that help-seeking 
source would be able to help) 
Actually kind of no. I might have Googled it if I wanted to, but I never did 
that, I guess. I didn’t know where to get the help from. But I just know that 
all the time that everything is good in limits, so that’s why I stick to that. 
Yeah, so, I did that... I have no idea, like, how you can help someone to 
work on their problematic gaming, you know. (Respondent C, not sure 
where to get help from) 
As in, because I never thought of it as a problem until I stopped it, when I 
was 15. So, I didn’t recognise it as a problem, so I didn’t really talk to my 
parents about it... they kept nagging and stuff like that. But even so, I didn’t 
think of it as a problem. I was just listening, and listening and one in and one 
out. Yeah.  Like, even though there was declining grades, I wasn’t failing it, 
so it’s not, it wasn’t that, it’s not like in the extreme cases, so it didn’t occur 
to me that I had to change the way I studied. (Respondent I, failure to 
recognise problematic online gaming) 
No, actually, I just said “I’m busy, I have better things to do”, that’s it. They 
didn’t say anything. You know, you don’t tell them, like, I have a problem 
with gaming because they’ll be, like, “I’m gaming the same time as you”. 
Yeah, it’s like you’re saying, like, “I’m better than you”. (Respondent L, 
going against social norms) 
Yeah, definitely. It was like that or if I did (share with others he was 
suffering problematic online gaming) it would have been detrimental to try 
and make new friends, or like, to talk to girls or something. Or like even, 
yeah, going to parties and stuff wasn’t really a thing, because, like, you just 
wouldn’t get invited to them really, being a big nerd. (Respondent C, fear of 
being stigmatised) 
Not parents; it’s a good question. I was not feeling like I am being in clearly 
(sic) trouble. I guess I was not feeling like “This is very serious matter to 
seek help from elders”. So, that’s why I think I have not been. My father was 
very busy with the job, so he was always come (sic) late at night. 
(Respondent A, severity of problematic online gaming was manageable) 
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As shown in the evidence above, several key barriers to help-seeking were 
identified by respondents: the fear of being stigmatised, not sure where to get help, 
failed past help-seeking experiences, going against social norms, failure to recognise 
problematic online gaming, did not feel understood, did not believe that help-seeking 
source would be able to help, and severity of problematic online gaming was 
manageable. However, not all experienced unsuccessful help-seeking experiences in 
overcoming their problematic online gaming.  
For those who experienced successful help-seeking (three of them), sharing 
their goals (to reduce online gaming) with their peers and asking their peers to help 
them achieve it was shown to be the most successful method of achieving control 
over problematic online gaming. This can be seen in the following examples: 
So, for myself I didn’t really seek help from people, I’d just say, “I’m going 
to stop”. So, I just told them “I’m going to stop” and then just kind of, like, 
made me take responsibility for my actions. Like, imagine if I told someone 
I was going to stop gaming and then the next thing they ask me “So, what 
did you do last night?” “I played Dota”. So, they’d be like quite - you know. 
So, I guess I just wanted to be responsible for what I said. So, that was one 
way that I totally stopped. (Respondent E, successful help-seeking) 
I was like, oh, I was like, because a lot of like my friends would play about, 
if not the same amount as me or more, and I was like, “Oh, we play a lot of 
games”, and it’s, like, oh yeah. And then I would be like, “Oh, we should 
kind of do more other kind of stuff”. So, like… like in my group of friends 
we’d play games and, like, we’d just play games like basketball and stuff, 
and started to add in, like, other things, but then we just all kind of, like… 
we just started a team and started playing basketball a lot more with that 
group, and then, like, other friends, and just thought, oh yeah, I’m not 
playing games tonight. It was like… yeah. (Respondent H, successful help-
seeking) 
Also, yeah, I’d speak to my friends.  I wouldn’t really speak to my parents 
just because they don’t live… they live in New South Wales, so… if I had a 
really, you know, yeah, if I was sort of playing too much I would, yeah. Tell 
my friends like, “Hey, don’t let me do this”, you know.  Yeah, talk to my 
cousin, “Don’t let me do this”.  And they wouldn’t, they wouldn’t, so… 
(Respondent J, successful help-seeking) 
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When asked why they chose their friends, some respondents explained that it 
was easier to control their online gaming behaviour when they were accountable or 
responsible to someone for their online gaming behaviour. They wanted the 
emotional support of their peers who were able to help them point out their progress. 
Most respondents also consistently chose friends/family whom they trusted and 
whose opinions they valued. The majority of the informal help sought was from 
those who also understood the nature of online gaming.  
So yeah, when you drop in the hole you realise, and so next time you try to 
be aware of the signs more. So, that’s how, yeah, I become more alert, and 
aware of what people see. Because I can’t, you know when you’re addicted 
to something, you’re into something, and people surround you, the close 
friends to you, they will give you warnings and stuff, yeah. So, basically my 
friends around there would give me, yeah, they will basically alert me, “Oh, 
I haven’t seen you study recently”. (Respondent B, realised he needed help 
with controlling his online gaming) 
Yeah, at the time I did look up to him for a while, but now not so much. 
Yeah.  Yeah, he was just… he was just older and you know, he’s always big 
brother, looking out for you and stuff… which made us closer, bonding, I 
don’t know, where we played a lot of games together. And it was probably 
really difficult for him because I was like… when we first started like I was 
like 11 or 12 and he was, you know, 21 or 22, so it’s a real, real age gap that 
would have made it difficult, but he still did it, so that’s fine. (Respondent K, 
respected his elder brother’s opinions) 
I mean, like, my housemate last year was so - he also plays games. 
Thankfully, he played different games than me. And then I just started 
telling him and the first person I told was him and then I said, “Okay, that’s 
enough, I’m going to study.” And then “I’m not going to play computer 
games, I’m going to study” and that week worked really well for me; I didn’t 
play any games. So, I thought, maybe accountability works. So, that was 
when I started to have the idea of telling people. And I think like they sort 
of, like, trusted me and things like that. (Respondent E, wanted to be 
responsible to people about his online gaming behaviour) 
In summary, it can be seen that respondents who were able to find friends or 
family whom they trusted and respected and who also understood online gaming, 
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were more likely to seek help from them regarding overcoming their problematic 
online gaming. It is also noteworthy that help-seeking was indeed an intentional act, 
in that respondents who sought help were clear in their goals that they wanted to 
reduce their online gaming and involved their friends/family in achieving it (Cornally 
& McCarthy, 2011). For example, respondents B and E, intentionally told their 
friends that they were going to focus on their studies and not game online, hence, 
requiring their assistance in alerting them if they were gaming too much. This is a 
unique finding, given the prominence of literature describing men’s reluctance to 
share their problems for fear of shame, stigmatisation, and desire to handle problems 
on their own (Hodgins & Peden, 2005; Rickwood, et al., 2005).  
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Chapter 7: Discussion and Conclusion 
7.1 INTRODUCTION 
To address the overall research question of this study, “What influences young 
Australian men aged 18-25 years old to engage in help-seeking behaviour to 
overcome problematic online gaming?”, this chapter aims to answer the three 
research question components that were developed in the literature review of Chapter 
2. Each section focusses on discussing the findings made in each study, hence, 
answering the overarching research question. 
7.2 EXPLAINING HELP-SEEKING WITH THE MODEL OF GOAL-
DIRECTED BEHAVIOUR 
 RQC1: To what extent does the revised MGB explain the help-seeking 
behaviour in the problematic online gaming context?  
o RQC1.1: What are the motivators and inhibitors that impact on help-
seeking behaviour for young Australian male problematic online 
gamers aged 18-25 years old? 
In Study One, the model of goal-directed behaviour was tested among young 
Australian men and found to explain 64.4% of variance in behavioural desire, 68.3% 
of variance in goal desire, and 77.0% of variance in intention. This is a relatively 
higher variance explained as compared to the original empirical MGB application by 
Perugini and Bagozzi (2001), in which three studies accounted for only 54% (to 
diet), 72% (to exercise) and 49% (to study) for behavioural desire and only 74% (to 
diet) , 78% (to exercise) and 53% (to study) for intention.  
In terms of the predictors of intention, the results of this study are similar to the 
MGB, in that behavioural desire continued to be the biggest predictor of intention; 
and subjective norms, perceived behavioural control, and anticipated emotions were 
all insignificant predictors of intention (Perugini & Bagozzi, 2001). This is a key 
difference between the Theory of Planned Behaviour (TPB) and the MGB, in that the 
addition of behavioural desire was found to always be both more parsimonious and 
predictive than the TPB. This is particularly the case when studying behaviours (e.g., 
help-seeking) that are a means to an end-state goal (e.g., overcoming problematic 
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online gaming) (Perugini & Bagozzi, 2001), as compared to behaviours that are 
performed as an end in and of themselves (e.g., denying problematic online gaming).  
Not all variables significantly explained behavioural desire, however. In this 
study, only perceived behavioural control and negative anticipated emotions were 
found to be statistically significant. A possible explanation for the non-significance 
for positive anticipated emotions could be the way people interpret the meaning for 
approach and avoidance goals (Leone, Bagozzi, & Perugini, 1999). The regulatory 
focus theory illuminates that a promotion focus highlights the role of elation 
(positive) emotions if successful in goal pursuit, and of dejection (negative) emotions 
if unsuccessful (Higgins, 1996). Higgins (1996) stated that a prevention focus system 
has a negative outcome focus, with high sensitivity to the presence/absence of 
negative outcomes. While the promotion focus system has a positive outcome focus, 
highly sensitive to the presence/absence of positive outcomes. In other words, 
prevention focused individuals experience regulatory fit (the means used to achieve a 
goal are consistent with the individual’s motivational orientation) if they adopt 
vigilant (avoidance) means. Whereas promotion focused individuals experience 
regulatory fit if they adopt eagerness (approach) means to obtain rewards (Higgins, 
1997). 
An example is that when considering losing and maintaining one’s body 
weight, these are seen as concrete goals and it is readily inferred that there is a 
connection between these concrete goals to other concrete goals or higher level ends 
(e.g., looking good or boosting one’s self-esteem) (Bagozzi & Edwards, 1998). 
Hence, losing weight can primarily be seen to be an approachable goal, associated 
with positive emotions. However, when compared to the behaviour of studying, 
which is seen as something that needs to be done rather than a goal of intrinsic worth, 
the behaviour to study should be associated with an avoidance strategy that can be 
accentuated by a negative effect of guilt, shame, or anxiety.  
In the context of help-seeking, it can be inferred, based on the example above, 
that help-seeking is not an approachable goal, but more of an avoidance goal, as 
supported in Studies Two and Three, which highlighted the reasons that the majority 
of the  participants did not wish to seek help. This is coupled with the fact that young 
Australian men in general do not wish to seek help (Nam, et al., 2011). Similar to the 
example above, in order for young Australian men to seek help, strong negative 
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anticipated emotions could likely be explained to be what young Australian men are 
trying to avoid feeling if their help-seeking behaviour was to fail.   
On the other hand, attitudes, subjective norm, and positive anticipated 
emotions all significantly explained goal desire. In this case, overcoming problematic 
online gaming appears to be an approachable goal, in that it was generally found in 
Study Three that young Australian men who realised their problematic online 
gaming, did not wish to continue being addicted. Since this was an ideal goal for 
them, it is plausible that the positive anticipated emotions from overcoming their 
problematic online gaming was a stronger motivator to seek help. Similar findings 
were found in a study (Gorn, Goldberg, & Basu, 1993) that examined the influence 
of positive emotions on help-seeking intentions. Although respondents linked help-
seeking to more negative emotions, it was found that positive emotions led to 
favourable evaluations and resulted in significant increases in help-seeking intentions 
across a variety of sources (Siegel & Thomson, 2016). Readiness for help-seeking 
was related to more positive emotions (Israelashvili & Ishiyama, 2008). This is an 
important finding for the social marketing discipline, in that scholars have debated on 
the over-reliance on negative emotions, such as fear and guilt, in social marketing 
interventions to influence behaviour change (Brennan & Binney, 2010). For 
example, a recent social marketing study examined the use of positive emotions 
(happiness and love) to promote moderate-drinking behaviour (Previte, Russell-
Bennett, & Parkinson, 2015). They found that positive emotions had a stronger 
influence in the processing of alcohol moderation messages and demonstrated the 
importance of social marketing messages to move beyond negative, avoidance 
emotions. Hence, the findings in this research offer new evidence and a direction into 
the potential influence of positive emotions in social marketing interventions to 
encourage early help-seeking among young Australian men.   
Three significant mediating relationships were also found in this study. This 
suggested full mediation of goal desire between subjective norms and intention, 
together with the full mediation of behavioural desire between perceived behavioural 
control and intention, and finally, negative anticipated emotions and intention. Three 
partially mediated relationships were also found where there was partial mediation of 
behavioural desire on goal desire and intention, as well as the partial mediation by 
both goal desire and behavioural desire on the relationship between attitude and 
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intention. Such findings are supported by previous studies that agree that an 
individual’s attitude, subjective norms, and perceived behavioural control may have 
a significant influence on desires, and that these variables do not directly affect his or 
her intentions to perform a behaviour. However, they indirectly affect intention  
through desire in the MGB (Perugini & Bagozzi, 2001; Prestwich, et al., 2008). 
Hence, in summary, these findings answer the extent to which the MGB 
explains intentions to seek help among problematic online gamers and have 
identified the key motivators and inhibitors of help-seeking in terms of attitude, 
subjective norms, perceived behavioural control, positive anticipated emotions, and 
negative anticipated emotions. Such findings help refine the explanatory mechanisms 
underlying intention formation to seek help (Perugini & Bagozzi, 2001). 
7.3 RECOGNISING PROBLEMATIC ONLINE GAMING 
 RQC2: How do young Australian men aged 18-25 years old recognise 
their problematic online gaming? 
o RQC2.1: What are the incidents that trigger problem recognition in 
young Australian male problematic online gamers aged 18-25 years 
old? 
o RQC2.2: How do social influences affect problem recognition for 
problematic online gaming? 
To answer this question, Study Two was conducted to identify and classify the 
positive and negative incidents that trigger problem recognition in young male 
Australian problematic online gamers and to examine the role of social influence on 
young Australian men’s problem recognition. 
Employing the critical incident technique, the study identified six 
classifications of problem recognition triggers for young Australian male problematic 
online gamers: 1) self-realisation, 2) negative consequences, 3) negative emotions, 4) 
social influence, 5) competing priorities, and 6) impact on social skills. A total of 78 
incidents were classified into 28 sub-categories and six main categories. Results 
indicate that both positive and negative triggers are important for problem 
recognition. Those triggers that were linked with positive factors were competing 
priorities and social influence. Negative factors related more to self-realisation, 
consequences, emotions, and social skills.  
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Self-realisation was found to be the most frequently cited trigger of problem 
recognition and included participants acknowledged addiction and excessive hours 
spent online gaming, and their own desire for self-improvement. Such findings are 
consistent with the self-monitoring literature, where the self-monitoring of an 
individual provides objective feedback for themselves about their own behaviour 
(Bien, et al., 1993).  
Negative consequences were the second most cited trigger of problem 
recognition and included a decline in academic performance, decline in physical 
health, lack of sleep, decline in career opportunities, loss of friendships, strained 
friendships, loss of relationships, and lack of friendships. Such findings are in line 
with past Internet addiction studies that found that young online gamers neglected 
sleep, diet, and exercise, leading to negative mental, emotional, and physical health 
outcomes (Young, 1998).  
Another negative trigger of problem recognition was the negative emotions that 
participants developed during their problematic online gaming. These were emotions 
of regret, online aggression, embarrassment, guilt, and disinterest. When participants 
began to feel negative emotions from the loss of friendships and opportunities for 
real life achievements, they began to re-evaluate their online gaming behaviour and 
compare it to their ideal or normative goals.  
Impact on social skills was another negative trigger, where, because of their 
problematic online gaming, respondents struggled with the lack of conversation 
topics, inability to make new friends, social awkwardness, and a false sense of 
confidence. This was a notable finding, as it revealed a contrast between the reason 
why online gamers often game problematically (to socialise online) (Burns, et al., 
2013) and why they would also want to stop (to socialise more offline), as found in 
this study.  
Overall, this evidence supports Kanfer’s (1970a) self-regulation model, in that 
a person first engages in the self-monitoring sub-process where there is an intentional 
focus on one’s behaviour. Later, it leads to their second self-evaluation sub-process, 
which compares this information to some internal or external goal or standard. This 
results in problem recognition (Kanfer, 1970b). However, in this study, 
normalisation was found to interfere with young Australian men’s problem 
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recognition, as it influenced their second evaluation, where the young men felt that 
their online gaming behaviour was “normal”. 
Normalisation was a reoccurring theme among respondents who claimed that 
their problematic online gaming behaviour was common and socially acceptable 
between the respondent and their peers. Such findings are similar to alcohol-related 
problematic behavioural studies that found that people tend to distinguish themselves 
from others with more severe problematic behaviours (Peretti-Watel, 2003) or find 
their problematic online gaming behaviour normal because others are also doing it 
(Codd & Cohen, 2003). However, respondents were still able to recognise their 
problematic online gaming, despite existing normalisation, as a result of positive 
triggers of problem recognition due to competing life priorities, such as acquiring a 
girlfriend or a new hobby.  
New competing priorities in life was another commonly cited positive trigger, 
where entering a new phase of life, such as university, acquiring a girlfriend, career 
opportunities, or the desire for a social life and new hobby were found to be 
motivating reasons for why respondents compared their current state to their 
potential ideal state (Garvin, Alcorn, & Faulkner, 1990). As respondents began to 
realise that they could not cope with both new priorities and online gaming, this 
eventually made them re-evaluate their online gaming behaviour, leading to problem 
recognition and the need to prioritise their new interests over online gaming. 
With regards to positive problem recognition triggers, this study was able to 
support the previous propositions that social influence can positively influence 
people to change for the better (Barber, 2002). This addresses the research gap that 
social influences, such as family, friends, or concerns about self-image, can trigger 
problem recognition (Hodgins & el-Guebaly, 2000). Respondents cited that the 
influence of their parents, peers, and girlfriends, who intervened to express their 
disapproval towards the respondents’ problematic online gaming behaviour or inform 
the respondent about their problematic online gaming behaviour, was one of the 
reasons that they recognised this behaviour. Similar findings were also made in 
previous help-seeking research showing the positive influence of family and peers in 
encouraging help-seeking (Rickwood, et al., 2015), where family was found to be the 
most predominant influence in young men’s help-seeking. Thus, this finding may 
highlight the need for higher mental health literacy and involvement of families, 
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peers, and partners in social marketing interventions to encourage early problem 
recognition and help-seeking in young Australian men.  
These findings reveal the possibility of a more extensive delineation or 
problem understanding undertaken by individuals in their problem recognition. 
When consulting the influencer, the influence usually does not just define the nature 
of the problem, which is what the individual is usually after, but rather also offers 
solution-related information. Such aspects of problem recognition have yet to be 
addressed in the consumer behaviour and social marketing literature (Hill, 2001).   
In summary, Study Two answered RQC2 by answering both of its components. 
In terms of RQC2.1, a total of 78 incidents were classified into 28 sub-categories and 
six main categories. These categories were divided into positive and negative triggers 
that are important for problem recognition. With regards to RQC2.2, the study also 
found that social influence can possess both a negative and positive influence on 
young Australian men’s problem recognition, in that normalisation can deter the 
problem recognition process, as explained by the self-regulation theory (Kanfer, 
1970); however, social influences, such as interventions by parents, peers, and 
girlfriends, can also push and help respondents to realise a difference in their current 
and ideal state. Hence, the overarching research question (RQC2) of “How do young 
Australian men aged 18-25 years old recognise their problematic online gaming?” 
was answered by Study Two. 
7.4 COMPETING BEHAVIOURS TO HELP-SEEKING 
  RQC3:  What are the competing behaviours to help-seeking undertaken 
by young Australian male problematic online gamers aged 18-25 years 
old? 
o RQC3.1: Why are those coping behaviours chosen? 
o RQC3.2: How successful are the chosen coping behaviours for 
managing problematic online gaming? 
To answer this research question and its objectives, the findings of this study 
explored and discovered the main competing behaviours to help-seeking among 
young Australian men were self-reliance and problem denial. Self-reliance was found 
to have been used by all respondents in the study and was used in several forms: (1) 
self-control (trying to limit oneself without the use of established time limits), (2) 
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quitting cold turkey (stop playing the online game completely), (3) time limits (self-
imposed time limits), (4) focusing on other life priorities, and (5) game swapping 
(replacing the addictive online game with another less addictive game). A novel 
discovery was the two distinct approaches underlying the choice of self-reliance 
form. The first approach was to control the problematic online gaming behaviour 
through behavioural maintenance (self-control, time limits, and game swapping), 
while the other approach was more avoidance (quitting and focusing on other life 
priorities), which drove respondents to avoid the addictive feelings they had towards 
online gaming. Self-regulation was proposed to be a possible explanation for the 
differences in the respondents’ approach. Self-regulation refers to one’s ability to 
develop, implement, and flexibly maintain one’s intended behaviour in order to 
achieve one’s goals (Brown, 1998). Brown (1998) argued that deficits in any self-
regulatory process can contribute to disorders of behaviour regulation such as 
addictive behaviours. It was propositioned that those with lower self-regulation 
would prefer activities with immediate gratification as compared to those with higher 
self-regulatory capacities. They are also less capable of developing adaptive goals 
(controlling problematic online gaming) and monitoring their current status towards 
their goals (Hustad, et al., 2009). This would explain why it was easier for some 
respondents to displace their online gaming behaviour, instead of managing it 
directly with efficient self-monitoring and regulation. All respondents were 
successful in overcoming their problematic online gaming; hence, self-reliance has 
been found to be an effective coping tool for young Australian men in terms of 
managing their problematic online gaming. However, it is important to note that 
some respondents had also engaged in help-seeking and problem denial.  
For those who engaged in problem denial (ten out of 14 respondents), it was 
found to be an unsuccessful coping behaviour, as it did not deal with managing their 
problematic online gaming. Hence, respondents had to then choose self-reliance or 
help-seeking to overcome their problematic online gaming. Key reasons as to why so 
many respondents engaged in problem denial seemed to be because they believed 
that their online gaming behaviour was normal and also manageable, in that the 
behaviour was not affecting their lifestyle or academic grades. Such findings are 
similar to the normalisation literature and previous findings in Study Two, where 
because online gaming is a frequent and regular activity among young Australian 
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male youths and adults, it has become harder for a person to realise the abnormality 
of their online gaming behaviour. Furthermore, with no obvious impacts of online 
gaming in their lives, problematic online gaming is deemed an acceptable activity to 
cope with boredom, even despite parental and peer disapproval at times. Hence, 
impeding problem recognition of problematic online gaming and the need to reduce 
it.  
With regards to help-seeking, ten out of 14 respondents attempted forms of 
help-seeking, though only three were successful in their help-seeking from friends 
and family. The most common instigator for help-seeking was that the respondents’ 
friends and family were the ones who approached the respondent to discuss their 
problematic online gaming, though this was not always successful.  
Within the consumer decision process, needs recognition (problem recognition) 
is said to precede pre-selection search, which is the information seeking and 
processing activities that one engages in to facilitate decision-making regarding some 
goal object (Kelly, 1968). It begins after one first recognises the existence of a 
problem (Srinivasan & Ratchford, 1991). This is different from ongoing search, 
which refers to the individual’s general search behaviour and is unrelated to specific 
problems and occurs even when a need is not anticipated (Claxton, Fry, & Portis, 
1974).  
Notably, Hill (2001) pointed out that in many instances, an individual only 
acknowledges a need through discussion with an influencer (any individual who 
influences the alternatives evaluated, the criteria considered, any/or the final choice). 
This notion challenges past problem recognition research, which has previously 
always focused specifically on acknowledgement of the problem by the individual. 
Hill’s (2001) qualitative study supports this concept. Similar findings were made in 
the current study, where ten out of 14 respondents consulted their friends and family 
to find out more information and confirmation about their potential problematic 
online gaming behaviour. As a result, some also learnt about the ways that they could 
consider overcoming their problematic online gaming. However, little is known 
about the specific information provided by these social influencers or the sources of 
information these young men receive, other than personal help-seeking (Hill, 2001). 
This is an area that warrants further exploration.  
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Several barriers to help-seeking were identified relating to the fear of being 
stigmatised, not being sure where to get help from, failed past help-seeking 
experiences, going against social norms, failure to recognise problematic online 
gaming, not feeling understood, not believing that the help-seeking source will be 
able to help, and the severity of problematic online gaming being manageable. 
Unique findings were also made in that the need for trust and the need to be 
understood were highly valued among respondents and a necessary component to 
ensure successful help-seeking. Accountability was also a major influence on the 
successfulness of participants overcoming their problematic online gaming, as 
compared to those who relied solely on self-reliance methods. When respondents 
were responsible to their peers or family members to control their own online gaming 
behaviour, this became a motivation for them. These findings in Study Three are 
consistent with the goal-directed literature, such as the model of goal-directed 
behaviour (MGB), where goal-orientated behaviours (help-seeking) are motivated by 
the attitude towards the behaviour, anticipated emotions elicited towards the goal, 
subjective norms, and perceived behavioural control (Perugini & Bagozzi, 2001).  
In terms of help-seeking, the successfulness of past help-seeking did impact the 
anticipated emotions respondents felt if they had tried to seek help. According to 
some respondents, some anticipated the feeling of being misunderstood with their 
parents, while some anticipated the feeling of success and support from their friends. 
Fear of being stigmatised or going against social norms were also related to the 
subjective norms of the MGB, where perceived behavioural control could be seen to 
be related to a respondents’ belief that their problematic online gaming was 
manageable and the inability of the help-seeking source to be of use. Hence, it is 
proposed that the MGB and self-regulation theory be used in future research to 
explore the motivators and inhibitors of help-seeking. These findings make a novel 
contribution to the social marketing literature, where help-seeking research has yet to 
be widely developed. Help-seeking encourages young people, in particular young 
men, to adopt the beneficial behaviour of seeking help. Given the nature of social 
marketing, which aims to influence consumer behaviour (Dibb & Carrigan, 2013), 
and the impending pandemic of rising mental health issues (WHO, 2010), this 
research forges a new opportunity for the expansion of social marketing borders.  
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7.5 THEORETICAL IMPLICATIONS 
This section discusses the theoretical implications of this research, highlighting 
the novel contributions of each study. Overall, all of the contributions provide both 
theoretical and practical insights to social marketers in emphasising the need to 
develop early interventions and campaigns that can utilise the identified triggers to 
aid problem recognition in problematic online gamers.  
A key contribution of this research is its novel and important exploration of 
problem recognition, in terms of its motivators and inhibitors and its influence on 
driving problematic online gamers towards the need to make a decision about dealing 
with their problem recognition. This is a major contribution to the marketing and 
consumer behavioural literature, where little research has examined the influence and 
delineation of needs recognition, an essential first step in the consumer behaviour 
process.  
 As a result, this study makes a novel contribution towards the help-seeking 
literature in providing insights into emotion-based triggers to problem recognition. 
Negative and positive anticipated emotions were also discovered to be key predictors 
of desires and intention to seek help, as shown in Study One. Though emotions have 
commonly been found to play a strong influence on either increasing or decreasing 
the likelihood of help-seeking, the influence of emotions in the problem recognition 
process remains unclear (Sideridis & Stamovlasis, 2016). It is recommended for 
future social marketing research to explore the variety of emotions experienced and 
their influence on problem recognition.  
A key finding regarding problem denial is that problem denial shares similar 
influences with the problem recognition findings in Study Two. In that, 
normalisation, enjoyment, and lack of affected life priorities were deterrents towards 
problem recognition and the need to manage one’s problematic online gaming 
behaviour. Hence, this suggests the need for further research in differentiating and 
examining the influences between problem recognition and the need to manage one’s 
problematic behaviour. Do problem recognition triggers also prompt the need to 
manage one’s problematic behaviour? 
Another key discovery is the disparaging and inhibiting force of social 
influence as a result of normalisation. Within the social marketing and help-seeking 
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literature, this finding is in contrast with previous findings that have consistently 
depicted the positive influence of family and peers in encouraging help-seeking 
(Rickwood, et al., 2015). However, despite the frequency of normalisation mentioned 
by participants in Study Two and Study Three, there remains limited research and 
validated scales regarding the normalisation measurement and scales validation 
(Parker, 2005). It is recommended for further research to quantitatively examine the 
extent of the normalisation of problematic behaviours in a person’s life and the 
effects on problem recognition and the help-seeking process, as well as for more 
scale development research on the normalisation construct.  
A unique contribution of this research also lies in its identification of how 
young Australian males’ seek help and the potential role of accountability in its 
effectiveness of increasing help-seeking. This is a novel finding, as most social 
influence research within help-seeking has always identified parents and peers as key 
influencers for young people to seek help, but few have examined how these 
influencers actually influence one to seek help (Rickwood, et al., 2015). Therefore, 
this research makes several fresh insights into the role of social influence and the 
potential of accountability, in that those suffering from problematic behaviours are 
often encouraged to recognise their problematic behaviours and to overcome them 
because their families and peers are active in informing them of their problematic 
behaviour. In this study, families and peers used different means to inform 
problematic online gamers of their problematic behaviour, such as directly telling the 
person, or sometimes through extreme means of ultimatum. In the forms of personal 
informal help-seeking, choosing to be accountable to a friend/family was found to an 
effective means of help-seeking. It is a combination of self-reliance, while also 
achieving the element of help-seeking in the forms of performance appraisal and 
advice to improve performance of overcoming problematic online gaming. Future 
research is recommended to explore the ways young Australian men seek help, why 
they chose that particular method, and whether the method is effective for them. 
Accountability could also be further explored through the quantitative examination 
by future studies, as little is understood about the specific information provided by 
social influencers or the sources of information young people receive, other than 
word of mouth (Hill, 2001).  
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To provide an empirical and quantitative contribution to the help-seeking and 
attitudinal literature, the model of goal-directed behaviour was adapted to provide 
explanatory insights into the motivators and inhibitors of help-seeking. A revised 
MGB was developed that provides parsimonious and predictive power to 
understanding intentions to seek help. Thus, answering the call for research into the 
articulation of how individuals choose to seek help (Prochaska & DiClemente, 1982) 
and an explanatory focus in identifying and understanding the individual predictors 
of the help-seeking behaviour (Rickwood, et al., 2005). Key findings from the model 
also illustrate the role of emotions and how they can help to increase intentions of 
help-seeking; in that, negative anticipated emotions should be associated with the 
failure of overcoming one’s problematic behaviour, while positive anticipated 
emotions would be associated with successful help-seeking and successful control 
over one’s problematic behaviour. 
A novel contribution of the research towards social marketing literature is its 
integration of the help-seeking theory to the stages of change model in order to 
provide a conceptual framework for further testing. It presents new insights into SOC 
by demonstrating the importance of positive influencers, such as new life priorities, 
as opposed to Prochaska & DiClemente’s (1983) argument that individuals primarily 
decide to act only when problematic behaviour becomes intolerable. 
In terms of methodological contribution, this research has undertaken the 
innovative use of the critical incident technique (CIT), which has been shown to be 
an effective qualitative technique that is able to extract rich and detailed data and 
classify critical incidents, unique to the phenomenon of problem recognition 
(Gremler, 2004). It is recommended for future social marketing research to undertake 
the CIT to explore more incident-specific research, such as intervention and 
behavioural change effectiveness. 
7.6  PRACTICAL IMPLICATIONS 
This section examines the practical implications to improve the broad practice 
of social marketing to increase help-seeking behaviour among problematic 
behaviours. Problematic online gaming is a serious pandemic that is perplexing 
societies worldwide (Kuss & Griffiths, 2012), yet little is understood about the 
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problematic behaviour to warrant effective social marketing strategies. Based on the 
findings of this research, several recommendations are made to social marketers.  
It is recommended that social marketing interventions facilitate the self-
regulation process of young problematic gamers by encouraging self-monitoring and 
the comparison of their online gaming behaviour to normal online gaming behaviour. 
Such findings were made in Study Two and Three that discovered six classifications 
of problem recognition triggers. Social marketers are recommended to highlight the 
integration of positive competing priorities that online gamers could be doing instead 
of online gaming. Peers and family were also consistently found to be an effective 
trigger of problem recognition in all three studies. Hence, it is recommended to social 
marketers that information should also be provided to peers, families, and school 
educators (e.g., counsellors) about how to address and highlight problematic online 
gaming to those suffering from it. This is an important finding, as based on the 
discussion in Study Three, young problematic online gamers did not respond well 
towards problem recognition when hearing it from people whom they did not trust, 
know, or who they felt did not understand online gaming. Instead, they preferred 
hearing from people who had previous experiences with problematic online gaming 
and respected their opinion. Hence, social marketers will need to address this issue 
before developing any campaign or intervention.  
It is also recommended that social marketers utilise social marketing 
technologies such as gamification and apps to help encourage the spread of 
awareness and informational tools about problematic online gaming and how to 
overcome it (Bowerman & DeLorme, 2014). The use of advocates has also been 
proven to be a successful strategy towards influencing people towards positive 
behavioural change (Shead, Walsh, Taylor, Derevensky, & Gupta, 2011). Hence, it is 
proposed that social campaigns include the use of famous MMORPG gamers who 
are no longer in the industry or celebrities who used to struggle with problematic 
online gaming.  
7.7 LIMITATIONS OF THE STUDY 
Three key limitations of the overall research designs have been identified. 
These relate to all research findings and the implications are to be understood within 
the boundaries of the limitations of this research.  
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First, a key limitation of this study lies in its limit to problematic online gamers 
who play MMORPGs. Future research is recommended to validate the findings of 
this research across a wider range of online games, including first-person shooter 
games, hero shooters, real-time strategy games, multiplayer online battle arenas, 
massively multiplayer online games, console games, cross-platform online games 
(e.g., Xbox), and browser gamers. Recent research has also found people to be highly 
addicted to mobile phone social games, such as Candy Crush Saga (Chen & Leung, 
2016). This highlights the potential for more studies across the different types of 
online games to examine and compare the different determinants of help-seeking to 
overcome problematic online gaming.  
Second, further quantitative studies are recommended to validate the 
qualitative findings made in Study Two and Three. In particular, the scale of 
normalisation, which as previously discussed, has yet to be empirically tested and 
validated. The role of normalisation was also found to contradict previous 
understandings of the positive influence of social norms on help-seeking intentions. 
Hence, future research should examine the role of normalisation, especially in social 
marketing, to understand the full potential of social influence and how to manage 
normalisation for other problematic behaviours, such as alcoholism, smoking, and 
drug addictions.  
Finally, this research is limited by its cross-sectional data collection, where 
data was only collected from different individuals at a single point of time. It is 
recommend that the study is extended towards a longitudinal study to examine the 
help-seeking process of young Australian men from the beginning of their problem 
recognition to their attempts to actually undertake help-seeking. This would provide 
valuable contributions to the help-seeking literature in understanding whether the 
determinants of help-seeking change over time, for example, the role of emotions 
throughout the help-seeking process. Given the sensitive nature of this research topic 
on men’s mental health and help-seeking behaviour, a potential limitation of the 
study was the phrasing of items that could to respondents’ acquiescence or denial 
(Kaplan & Saccuzzo, 2013). It would be best to phrase items using straightforward, 
matter-of-fact and non-pejorative language (Robins, Fraley & Krueger, 2009).  
A key limitation of this study is that it is also restricted to the examination of 
young Australian men’s help-seeking after they had already recognised they had a 
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problem, as categorised by the SOC (Prochaska & DiClemente, 1982). In the future, 
it would be useful to observe the help-seeking behaviour of young Australian men 
before they enter problem recognition. This would add another dimension to the 
help-seeking process, which begins with problem recognition (Cornally & McCarthy, 
2011). However, future research will need to consider how they would analyse one’s 
help-seeking behaviour (prior to problem recognition). This is because, if the 
researcher was to interact (e.g., leading questions) with the respondents prior to their 
problem recognition, this may influence the respondents to think they have a 
problem. A possible recommendation would be to use “third party interviewers” 
(Sargeant, 2012).  
7.8 CONCLUSION 
In conclusion, this thesis has answered the overarching research question as to 
what influences young Australian men aged 18-25 years old to recognise and engage 
in help-seeking behaviour to overcome problematic online gaming. This was 
achieved through the development of three research question components, which 
were answered through the employment of three different mix-method studies. The 
first study employed quantitative web-based surveys and discovered the predictive 
power of the revised MGB in predicting intentions to help-seek to overcome 
problematic online gaming. The second study qualitatively uncovered the triggers of 
problem recognition among problematic online gamers. Finally, the third study 
discovered and analysed the concepts of competing behaviours to help-seeking using 
in-depth interviews. Hence, this research has provided an integral contribution 
towards understanding young Australian men’s help-seeking towards a novel 
problematic behavioural context, problematic online gaming, and made several 
recommendations for future research. 
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Model of Goal-Directed Behaviour Items  
All items will be captured on a seven-point Likert scale of (1) Strongly Agree – (7) Strongly 
Disagree 
Construct Proposed Scale Source 
Intention  Within the next four weeks, I will definitely seek help regarding my 
problematic online gaming. 
 Within the next four weeks. I absolutely intend to seek help 
regarding my problematic online gaming 
 Within the next four week, I will certainly make an effort to seek 
help regarding my problematic online gaming 
 Within the next four weeks, I am planning to seek help regarding my 
problematic online gaming 
(Perugini 
& 
Bagozzi, 
2001) 
Behavioural Desire  I desire to seek help regarding my problematic online gaming 
 Seeking help for my problematic online gaming is something I want 
to do 
 I strongly desire to seek help regarding my problematic online 
gaming 
(Perugini 
& 
Bagozzi, 
2001) 
Goal Desire  I desire to manage and/or overcome my problematic online gaming 
 Managing and/or overcoming my problematic online gaming is 
something I want to do 
 I have a strong desire to manage and/or overcome my problematic 
online gaming 
(Perugini 
& 
Bagozzi, 
2001) 
Subjective Norm  People who are important to me would want me to seek help to 
manage and/or overcome my problematic online gaming 
 People who are important to me would approve of me seeking help 
to manage and/or overcome my problematic online gaming 
 People who are important to me would encourage me to seek help to 
manage and/or overcome my problematic online gaming 
(Pergugini 
& Conner, 
2000) 
Perceived 
Behavioural Control  
 For me to start seeking help to manage and/or overcome my 
problematic online gaming is (1) Difficult – (7) Easy 
 If I wanted to, it would be easy for me to start seeking help to 
manage and/or overcome my problematic online gaming: (1) Not 
true at all – (7) Exactly true 
 How much control do you feel you have over starting to seek help to 
manage and/or overcome your problematic online gaming? (1) No 
control – (7) Full control  
(Perugini 
& 
Bagozzi, 
2001) 
Attitude  I think that seeking help to manage and/or overcome my problematic 
online gaming would be: 
(1) Useless – (7) Useful 
(Perugini 
& 
Bagozzi, 
2001) 
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(1) Ineffective – (7) Effective 
(1) Foolish – (7) Wise 
(1) Unpleasant – (7) Pleasant 
(1) Boring – (7) Interesting 
(1) Unenjoyable – (7) Enjoyable 
(1) Punishing – (7) Rewarding 
(1) Disadvantageous – (7) Advantageous 
(1) Stupid – (7) Smart 
(1) Unattractive – (7) Attractive 
Negative Anticipated 
Emotions 
If I were to seek help and did not succeed in managing and/or 
overcoming my problematic online gaming, I would feel: 
(1) Angry (1 “not at all” – 7 “extremely”) 
(2) Frustrated (1 “not at all” – 7 “extremely”) 
(3) Ashamed (1 “not at all” – 7 “extremely”) 
(4) Sad (1 “not at all” – 7 “extremely”) 
(5) Disappointed (1 “not at all” – 7 “extremely”) 
(6) Worried (1 “not at all” – 7 “extremely”) 
(7) Guilty (1 “not at all” – 7 “extremely”) 
(8) Uncomfortable (1 “not at all” – 7 “extremely”) 
(9) Fearful (1 “not at all” – 7 “extremely”) 
(Perugini 
& 
Bagozzi, 
2001) and 
(Leone, 
Perugini, 
& 
Bagozzi, 
2005) 
Positive Anticipated 
Emotions 
If I were to seek help and succeeded in managing and/or overcoming my 
problematic online gaming, I would feel: 
(1) Excited (1 “not at all” – 7 “extremely”) 
(2) Happy (1 “not at all” – 7 “extremely”) 
(3) Satisfied (1 “not at all” – 7 “extremely”) 
(4) Proud (1 “not at all” – 7 “extremely”) 
(5) Self-assured (1 “not at all” – 7 “extremely”) 
(6) Empowered (1 “not at all” – 7 “extremely”) 
(7) Delighted (1 “not at all” – 7 “extremely”) 
(8) Glad (1 “not at all” – 7 “extremely”) 
(Perugini 
& 
Bagozzi, 
2001) and 
(Leone, et 
al., 2005) 
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Problematic Online Gaming Questionnaire Short Form (POGQ-SF) 
The following questionnaire solely refers to ONLINE GAMING through the term “game” is 
used in each sentence for simplicity purposes. Please indicate on the scale from 1 to 5 to what 
extent, and how often, do these statements apply to you.  
  Never Seldo
m 
Occasionall
y 
Ofte
n 
Alway
s 
1. When you are not gaming, how often 
do you think about playing a game or 
think about how would it feel to play 
at that moment? 
 
1 2 3 4 5 
2. How often do you play longer than 
originally planned? 
 
1 2 3 4 5 
3. How often do you feel depressed or 
irritable when not gaming only for 
these feelings to disappear when you 
start playing? 
 
1 2 3 4 5 
4. How often do you feel that you 
should reduce the amount of time 
you spend gaming? 
 
1 2 3 4 5 
5.  How often do the people around you 
complain that you are gaming too 
much? 
 
1 2 3 4 5 
6. How often do you fail to meet up 
with a friend because you were 
gaming? 
 
1 2 3 4 5 
7. How often do you daydream about 
gaming? 
 
1 2 3 4 5 
8. How often do you lose track of time 
when gaming? 
 
1 2 3 4 5 
9.  How often do you feel restless or 
irritable if you unable to play games 
for a few days? 
1 2 3 4 5 
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10. How often do you unsuccessfully try 
to reduce the time you spend on 
gaming? 
 
1 2 3 4 5 
11. How often do you argue with your 
parents and or/ your partner because 
of gaming? 
 
1 2 3 4 5 
12.  How often do you neglect other 
activities because you would rather 
game? 
 
1 2 3 4 5 
Preoccupati
on 
Immersion Withdrawa
l 
Overuse Interperson
al Conflicts 
Social 
Isolation 
1, 7 2, 8 3, 9 4, 10 5, 11 6, 12 
(Adapted from Pápay et al. (2013) 
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Stages of Change Scale (SOCS) – Problematic Online Gaming 
Stage Items Response 
Pre-contemplation 1. Are you not ready to 
reduce/stop online 
gaming in the next 6 
months? 
Yes No 
Contemplation 2. Are you thinking about 
reducing/stopping online 
gaming in the next 6 
months? 
Yes No 
Preparation 3. Are you thinking about 
reducing/stopping online 
gaming in the next 
month? 
Yes No 
Action 4. Have you already made 
some progress in 
reducing/stopping online 
gaming? 
Yes No 
Maintenance 5. Have you already 
reduced/stopped online 
gaming for more than 6 
months? 
Yes No 
(Adapted from Norcross, et al. (2011)) 
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Appendix D 
Stages of Change Scale (SOCS) – Help-Seeking 
Stage Items Response 
Pre-contemplation 1. Are you not ready to 
seek help to manage 
and/or overcome your 
problematic online 
gaming in the next 6 
months? 
Yes No 
Contemplation 2. Are you thinking about 
seeking help to manage 
and/or overcome your 
problematic online 
gaming in the next 6 
months? 
Yes No 
Preparation 3. Are you thinking about 
seeking help to manage 
and/or overcome your 
problematic online 
gaming in the next 
month? 
Yes No 
Action 4. Have you already made 
some progress in seeking 
help to manage and/or 
overcome your 
problematic online 
gaming? 
Yes No 
Maintenance 5. Have you already 
seeked help to manage 
and/or overcome your 
problematic online 
gaming for more than 6 
months? 
Yes No 
(Adapted from Norcross, et al. (2011)) 
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General Help-Seeking Questionnaire (Rickwood et al. (2005) 
 
Below is a list of people who you might seek help or advice from if you were experiencing a personal 
or emotional problem. 
Please circle the number that shows how likely is it that you would seek help from each of these people 
for a personal or emotional problem during the next 4 weeks? 
 
  
Extremely 
Unlikely 
      
Extremely 
Likely 
1a) Partner (e.g., significant 
boyfriend or girlfriend) 
1 2 3 4 5 6 7 
 
1b) 
 
Friend (not related to you) 
 
1 
 
2 
 
3 
 
4 
 
5 
 
6 
 
7 
1c) Parent 1 2 3 4 5 6 7 
1d) Other relative / family member 1 2 3 4 5 6 7 
1e) Mental health professional 
(e.g., school counsellor, 
psychologist, psychiatrist) 
1 2 3 4 5 6 7 
1f) Phone help line 
(e.g., Lifeline, Kids Help Line) 
1 2 3 4 5 6 7 
1g) Family doctor / GP 1 2 3 4 5 6 7 
1h) Teacher (year advisor, classroom 
teacher) 
1 2 3 4 5 6 7 
1i) Someone else not listed above 
(please describe who this was) 
1 2 3 4 5 6 7 
 
1j) 
 
I would not seek help from 
anyone 
 
1 
 
2 
 
3 
 
4 
 
5 
 
6 
 
7 
1)  
2) 2a) Have you ever seen a mental health professional (e.g., school counsellor, counsellor, 
psychologist, psychiatrist) to get help for personal problems? (Circle one) 
3) Yes        No 
4) If you circled “no” in question 2a, you are finished this section. If you circled “yes” please complete 
2b, 2c, and 2d below. 
5) 2b) How many visits did you have with the mental health professional?                            
6) 2c) Do you know what type of mental health professional(s) you’ve seen? If so, please list their titles 
(e.g., counsellor, psychologist, psychiatrist) 
7) 2d) How helpful was the visit to the mental health professional? (Please circle) 
8)  
Extremely  Unhelpful    Extremely Helpful 
1 2 3 4 5 
9)  
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Actual Help-Seeking Questionnaire (Rickwood et al. (2005)) 
 
Below is a list of people who you might seek help or advice from if you were experiencing a personal or emotional 
problem. 
Circle any of these who you have gone to for advice or help in the past 2 weeks for a personal or emotional problem 
and briefly describe the type of problem you went to them about. 
 
 Yes Briefly describe the problem 
3a) Partner (e.g., significant boyfriend 
or girlfriend) 
√  
 
3b) Friend (not related to you) 
√  
3c) Parent √  
3d) Other relative / family member √  
3e) Mental health professional 
(e.g., school counsellor, 
psychologist, psychiatrist) 
√  
3f) Phone help line 
(e.g., Lifeline, Kids Help Line) 
√  
3g) Family doctor / GP √  
3h) Teacher (year advisor, classroom 
teacher) 
√  
3i) Someone else not listed above 
(please describe who this was) 
√  
3j) I would not seek help from 
anyone 
√  
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Short version Self-Regulation Questionnaire  
The SSRQ (Carey, Neal, & Collins, 2004) is a 31-item questionnaire based on the Self 
Regulation Questionnaire was designed to assess self-regulation across the seven processes of 
self-regulation. However in Carey et al’s (2004) study, it was discovered that the SSRQ had a 
single factor that represents overall self-regulation capacity. Hence, items are summed on a 1-
5 scale (strongly disagree-strongly agree).  
Please answer the following questions by choosing the response that best describes how 
you are. There are no right or wrong answers. Work quickly and don't think too long 
about your answers. 
1. I usually keep track of my progress towards my goals. 
2. I have trouble making up my mind about things. 
3. I get easily distracted from my plans. 
4. I don’t notice the effects of my actions until it’s too late. 
5. I am able to accomplish goals I set for myself. 
6. I put off making decisions. 
7. It’s hard for me to notice when I’ve “had enough” (alcohol, food, sweets). 
8. If I wanted to change, I am confident that I could do it. 
9. When it comes to deciding about a change, I feel overwhelmed by the choices. 
10. I have trouble following through with things once I’ve made up my mind to do 
something. 
11. I don’t seem to learn from my mistakes. 
12. I can stick to a plan that’s working well. 
13. I usually only have to make a mistake one time in order to learn from it. 
14. I have personal standards, and try to live up to them. 
15. As soon as I see a problem or challenge, I start looking for possible solutions. 
16. I have a hard time setting goals for myself. 
17. I have a lot of willpower. 
18. When I’m trying to change something, I pay a lot of attention to how I’m doing.  
19. I have trouble making plans to help me reach my goals. 
20. I am able to resist temptation. 
21. I set goals for myself and keep track of my progress. 
22. Most of the time I don’t pay attention to what I’m doing. 
23. I tend to keep doing the same thing, even when it doesn’t work. 
24. I can usually find several different possibilities when I want to change something. 
25. Once I have a goal, I can usually plan how to reach it. 
26. If I make a resolution to change something, I pay a lot of attention to how I’m doing. 
27. Often I don’t notice what I’m doing until someone calls it to my attention.  
28. I usually think before I act. 
29. I learn from my mistakes. 
30. I know how I want to be. 
31. I give up quickly. 
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Appendix J 
 
Demographic questions 
Please indicate your highest qualification 
 High School 
 Certificate 
 Diploma 
 Bachelor’s Degree 
 Master’s Degree 
 Doctorate 
 Others 
Please indicate your current employment status 
 Employed (full time) 
 Causal/Part-time 
 Home Duties 
 Student 
 Unemployed 
Which state of territory do you live at the moment? 
 WA 
 ACT 
 NT 
 NSW 
 QLD 
 SA 
 TAS 
 VIC 
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Appendix L 
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Appendix M 
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Appendix N 
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Coefficients 
Model 
Unstandardized 
Coefficients 
Standardized 
Coefficients 
t Sig. 
95.0% Confidence 
Interval for B Correlations 
Collinearity 
Statistics 
B Std. Error Beta 
Lower 
Bound 
Upper 
Bound 
Zero-
order Partial Part Tolerance VIF 
1 (Constant) 3.434E-16 .026  .000 1.000 -.051 .051      
Zscore:  
SMEAN(Goal_Desire) 
.287 .048 .287 6.016 .000 .193 .381 .779 .311 .157 .299 3.350 
Zscore:  SMEAN(SubjNorm) .021 .039 .021 .542 .588 -.055 .097 .615 .029 .014 .458 2.186 
Zscore:  SMEAN(PCB) .003 .030 .003 .091 .927 -.057 .063 -.114 .005 .002 .730 1.371 
Zscore:  
SMEAN(NegEmotion) 
.012 .032 .012 .377 .707 -.051 .075 .404 .020 .010 .659 1.517 
Zscore:  SMEAN(PosEmo) 
-.029 .033 -.029 -.870 .385 -.094 .036 .346 -.047 
-
.023 
.622 1.607 
Zscore:  
SMEAN(SelfRegulation) 
.089 .034 .089 2.653 .008 .023 .155 .417 .143 .069 .605 1.654 
Zscore:  SMEAN(Desire) .591 .043 .591 13.869 .000 .507 .674 .850 .602 .361 .374 2.672 
Dependent Variable: Zscore:  SMEAN(Intention) 
 
